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ALERT STATUS 


‘CONDITION GREEN 
The standard, peacetime status οἱ all Starfleet vessels. Crew members perform their regalar routine duties; while off-duty 
they may engage in personal hobbies, continve research on their own time, froternize, utilize the holodeck enjoy the ship's 
library, or sleep. The mandatory bridge crew on е capitol ship on condition green consists οἱ a command officer, o flight con- 
trol officer (ог belmsmon), o sensor operator (usually а science officer er operations manager), ond (i the Federation is in a 
state of emergency) a weapons oc tactical officer (who con also serve as navigator or operations manager on some ships). 
Some captains maintain а fll ridge crew (see “Bridge Crew” and “layout” on роде 26) even on condition green. 
ven ов condition grees, navigational deflectors are ор, forty percent οἱ the ship's weapons ere on standby status able ie 
power op ia two minutes, and one shuttle remains ready for losnch in five minutes. While on condition green, the operations 
manager or first officer runs a level 4 diagnostic check of primary ship systems (see Table 7.6 ов роде 110 of the Star Trek 
RPG Horrator's Guide) every sight hours. 


‘YELLOW ALERT 
The senior bridge otfcer (or the captain or first officer at ony time) com ploce the ship on yellow cler. А yellow alert signals 
the possibility of combat, hazardovs flight conditions. or ship system malfunction. On yellew olert, sleeping personnel woke, 
dress, and equi themselves. Off-doty personnel stend in quorters for assignment 1o ther departments, Senior bridge crew 
report for duty. On some ships, or dering wartime, vnermed on-duty secvity personnel arm themselves. АЙ crew members keep 
ө special eye out for anything oot ofthe ordinary, repeting any strange readings, domoge, o Ships weapons arm, 
ond the operations monoger dears the decks of low-priority systems wse such as holodecks, scientific experiments or surveys, 
ond so forth The operations monoger ог first officer runs о level 4 diagnostic chech of the entire ship immediately- 


RED ALERT 
Only the coptein or the senior bridge officer cam order red alert. la theery, ships should go to yellow alert first, which should 


bring the captain to the bridge to decide on red alert statws. la practice, crises don't always wait for turbolifis. On red ей, 
ll personnel head to battle stations. Security personnel fam out To trorsporter rooms and other strategic locations through- 
‘out the ship. Medical personnel report to sickbey end other duty stotioes. Engineers check ond wait near critical systems. All 
shuttle crews report to shuttlebays, and oll shuttles warm эр. Weapon: orm and lood; shields come up. Active sensors begin 
Sweeps ot all anges — ress a level 4 diognestic chech continvorsly. 


INTRUDER ALERT 
This operational mode is similar to yellow alert bot foceses on on internal breach of sewrity. During an intruder cler, all 
nonessential personnel are confined to their quarters or duty stations forthe doration of the emergency. Movement through 
the ship requires the authorization of өп immediate coperior officer and all — key le authorization codes only. Armed 
security teams patrol each deck, with teams stationed at sensitive areas of the ship (e.g, transporter rooms, shuttlebays, 
torpedo bays, main engineering, computer core, armory, and the bridges). The security oficer mounts o fll internal scan of 
the ship, ready to seal bulkheads, flood the decks with onoesthezine, or any other response required 


MEDICAL ALERT 

In the event οἱ on outbreak, this operational mode confines all personnel to their current locations, while environmental con- 
trols isolate life support systems for eoch deck. This ensures the contosion does not spreed throughout the stership or fadl- 
ily. Priority power is routed to sikboy, and the chief medical officer rams е full internol соя of the ship to locate ond deal 
with any contagion. 


ABANDON SHIP 
If the commanding officer considers a vessel lst, he moy give the order ie chondon ship. ΑΙ shuttle crews ready their craft ond 
prepare for immediate departure. Ii а habitable planet is in range, ship's power transfers to dl working transporters. All person- 
‘al report 16 a designated musteriag station in the event of the abandon ship order being given, with the key supplies on their 
‘evowation roster. lifeboats are enabled, ond launched either by the bridge or by heir occupent». A microwarp buoy is lounched, 
containing а subspace transmitter and а copy of the ship's logs. The operations manager or first officer oversees the evocvation of 
‘the ship while the rest of the bridge crew works to cortan the emergency that caused this drstic measure. 
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In Orbit 
While in orbit around a planet, the starship should 
ins where possible (a 

TN 15) 


monitor planetary communi. 
System Operation (Communications) test a 


RPC Narrator’s Guide), and scan the system for other 
ships, especially incoming ships under warp (a System 
Operation (Sensor) test at TN 10, unless the other ship 
is hiding). lí the ship is orbiting a Federation, allied, or 
neutral world, the commanding officer should respect 


maintain sensor scans for energy discharges or hostile 
the Star Trek 


the planetary orbital control system (except in cases of 


life forms isee Table 7.2 on page 102 cyl. If the ship is orbiting a world without warp 


‘STARFLEET SHIP CONTACT PROTOCOLS 


IM the contact remoins vnidentilied: 

— Shields remain ot stondby mode. 

© Sensor ose is restricted to possive sensors. If the costect is from o completely unknown celture, even navigational 
sensors go os standby. 

Immediately attempt communication by opening bailing trequeacies; activate adoptive communications to detect the. 
‘unknown ship's beacon or guidance frequency ond begin universal translator seorch of EM background. 

L Response should be measured ond equivalent; if the contact actively scens your ship, yov moy return the scm sing 
‘anologous technology where possible, H the contoct raises shields, you may roise shields. If the contact powers 
weapons, you ме encouraged (by Regulation BA) to reise shields. 

L- As per General Order Ten, o Storfeet vessel never fres first, except when faced with a known enemy vessel during 
wartime. 

H the contact fires on your starship: 

— Mihe contac is from an vaknown altre, the captain's fist responsiblity is to the safety of his ship ond crew (per 
‘General Order five) unless the contaci poses on immediate threat to other Federation citizens os per General Order Two) 

τ of both his ship nd the Federation will опе depend on breaking the engogement and retreating 10 


‘the contact and the fll on-site assessment to Starfleet Commend. Where this is impossible, Ње captain mus! use his 
best judgement os governed by geeeral Street tactical doctrine. 

Со M the contact һ from a known cubre, Ie captoin may vse his best judgement in responding, 
‘octicol doctrine ond wartime stotes, И any, οἱ the Federation, 


‘STARFLEET TACTICAL DOCTRINE 


Со M ship's shields are capablo of handling Ње opponent's ful primary weapon, the opponent should not be 
unless completely unavoidable, 

D Only the commanding officer or first officer сав order weapons fire: firing weapons without orders is a 
court-martial «еве, 

L- Phasers should be олий for pinpoint attacks to immobilize and disarm where possible. 

> Photon torpedees should be used whea phosers ore insufficient 1o end the engagement rapidly and with limited loss 
‘of lile. All photon torpedoes shoud be inventoried and secured except when octoll ia fing mode. 


AWAY TEAM GUIDELINES 


These are omong the guidelines established for away team conduct in the 2340s, Bofore thot time, Storfleet officers remain 
guided by Starfleet directives. Even а the late 24th century, Starfleet directives con tromp these guidelines in emergency or 
criss sitvations. Landing party or away team officers mest think on their fet; this, after all, is why such groups normally 
Contain atleast some (and sometimes all) of the ship's senior stell. 
Weel all encountered beings with respect end dignity. 
С Maintain complete and accurate ticerder records of all octions ond observations. 
С. Remain within eyesight or communicator contoct at ell times, ond establish communication protecols with the ship ond 
with the commanding officer ος Mission Ops. 
Í Take only estestal items of vital scientific or security interest; leave nothing behind H at oll possible. 
L Do everything i your power to avoid hostilities. Never fire first. 
| M hostilities er unavoidable, end the combat os soon and with os little етеде os possible. Avoid lethal damage. 
|. Establish contaiament and decontamination protocols besed on biological surveys both from the ship and on the plant; do 
то! transport potentially infections agents ! өп unsecured orco of the ship. 
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ο the Prime Directive may restrict all ship emis: 


sions to tose not detectable at that world's Tech Level 


ships orbiting a Tech Level 5 ar 6 word may have te 


On the Planet 


While 


are under that 
Starfleet 


other planets should assume that they 


legal jurisdic 


low officers lives and freedom. Starfleet officers on plan. 
ets without warp travel must remain cognizant of the 
and Starfleet office 


Prime Directive rs in general should 


follow the Away Team Guidelines (see box, page 8). 


MISSION 
OPERATIONS 


Starfleet sends its ships on many and varied mis 
and duty tours to every corner of the known 


37 of 


galaxy, For each 
the Star Trek RPG Player's Guide 


п and standard practices that 


there are certain reli 


able patterns of operati 


ws should 


least begin with. This can 


vet alf 


often rapidly narrow the field down to the real crisis at 


hip's ostensible assignment! 
EXPLORATION MISSIONS 
Deep-Si 


detail of the long-range sensors pays off. De 


radiation fields, and even entirely unknown spacego- 


p 


out for departures from accepted scientific knowledge 


for sensor ghosts parallelirg your course, and for sys 


Planetary Exploration 


These missions can involve all levels of planetary 


iclences, but don't neglect ће A&A officer! On a plan. 


et with intelligent tife, knowing the Ins and outs of their 


culture can help avoid gladiatorial combats cr danger 
ous logic games with all-xnowing supercomputers 
and if it can't help you avoid them, it can help you win 


them, Sensor scans should be 


Romulans ar other threat races; statistically, a planet is 


seldom in only one set of spacelanes, 


Derense MISSIONS 


Patrol 

ike planetary exploration, patrolling dangerous or 
under policed sectors tends to turn up threat ships, or 
Ferengi or Orion pirates who will report your existence 
third 


to rival nations. Consider working with these 


force ships and using them as your own eyes and ears 


Even if they still betray you, you may get some useful 


intelligence out of their sensor la 


Threat Alert 


Be wary of being drawn into a compromising posi- 


tion, Enemies and rivals of the Federation often attempt 


to embarrass starship officers into aggression, high 
handedness, or other violations of standard Federation. 
practice. While patrolling the frontier of a known rival 


always rememb 


officers second. 


Tactical 


Review the tactics of your likely opposition, and be 
ready for anything. Some captains use tactical deploy 
ments to practice drill and space combat skills at a 
measured pace; others prefer to move In at top speed 
to hopefully get a jump on the crisis before it boil 
over. Be ready to look for the force multiplier option, а 
place where a few key personnel can make all the dif 
ference by deactivating a planetary deflector shield, 
switchin 


detailed sensor scans to find the weakness of some 


Convoy and Escort 
Treat these missions like deep-space explorations; 
have sensors on full and be ready tor anything. Keep 


your charges in line and in phaser range; one missing 


ship can wreck the whole mission. This is the time for 


phaser drill and tactical training. 
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DIPLOMATIC MISSIONS SCIENTIFIC MISSIONS 


First Contac 


Here, again, the role of the ASA officer or f 


Expe 


s go wrong it's the key to the sci 


tact specialist is paramount. Every culture has some fic method. As with deep-space survey missions, 


thing worthwhile to offer the Federation; identify that Кеер an eye on the sensors, and run diagnostics on 
thing and encourage it where you can (assuming the — ship systems whenever possible. Pay attention during 
Prime Directive will let you, that is). Keep in mind that briefings, and try to get a familiar handle on the under- 


not all cultures obey the Prime Directive, however; — lying scientific theories being tested. Work out which 


unscrupulous h ne c ship systems you could adapt to fix the first four things 
much more dama, an. ou can think of that might go wrong. 
Intergalactic Affairs nvestigar 

When involved in intergalactic diplomacy, the key trasted with official experimentation mis- 
s to maintain sight of your own objec x ge в, the chances are that you won't hear about spe 
drawn into diplomatic horse-tradin < nvestigations unless they are assigned to your 
personal squabbles; you are constrained by regulat В or they go wrong, Try to get to know the per. 


ad investigator; be ready to use that 


and Starfleet practice in a way that envoys are nality of the 


However. when you are the envoys on the scene nowledge to replicate, abort, or assist her investiga. 


the best deal you car ons. (This is also good advice for experimenters) U 


where possible he ship's library computer liberally; at the worst, you'll 


ose off some dead end. 


Емепвенсу МЕ: 


INTELLIGENCE MISSIONS 
Aid and Rell The Federation places primary responsibility for 
There is al more to the crisis pionage, counterespionage, and other covert activi 
dfe eye. K p lookout for scavengers (such a ies in the hands of Starfleet Intelligence, This remains 


mercenarie merchant! preying a source of some discomfort for Starfleet as а whole 
around you, and for compl © 4's primary scientific goal has obvious intelli 
emergency. Se ies ihe tr ase со gence applications, and the meshing of intelligence 
remember that nobody's pride is worth e responsibilities in the same agency can 
innocent people—not yours, at the so-called occasionally cause interdepartmental friction, Starfleet 
experts on the scene. Trust your opinion; that's why understandably prefers to emphasize its open actions 


for science and defense—but when the safety of the 


Jeration requires some cloaking device-and-dagger 


cuation y da their duty as they have always done 


These mis κ igence missions include 
must b nes di т An infiltration mission calls on Starfleet personnel 
such as thi to covertly (or under false pretenses) enter а dangerous 


ər interdicted location, perform some action, andexfil 


rate or escape, ideally unnoticed by the opposition, 
n Kirk's 2268 mission to cross into the Romulan 


ἡ Zone, steal a cloaking device, and return with 


and inspired improvisation when it falls apart. 


diplomatic missions (with which they have some 


surpris keeping mission goals in 


nd and not becoming distracted by personalities are 


he key to limiting complications in an infiltration mis: 


situations where а sin 


more good than a whole starship crew. Since you don't 


landing party does 
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TRE STARFLEET INTELLIGENCE SERIES 


Narrators mey wast to run o series censistiag entire- 
tt ac gn ately d billete йн иң s 
Mission: impossible type potter. This an create a few 

(wrinkles with es ol-Starflet officer Crew, however. 
dedicat 


bea pene sect iy umen 
Troe ne e H 
D LE 
E 


always have access to y 


By contrast, an assessment missio, 


ich accompanies 
Starfleet Intelligence s и вар missions of ell ids in the interests of building ес. 
^ " › tive teamwork, Adding а эреде] forces officer con odd 
в е lile elle muscle. Starfleet engineers ond cience ` 
omaly—e vanish rumor of a Чинна wro already experts ol borrowing or sabotag- 
political shakeup—that t analysis in ки loni або ва aarp 
Starfleet personnel or s по have wselol intelligence skills. Command ` Ц 
ment personnel can Бе Inserted u с rere eren грее 
nother 7 s ‘neering seeded 1o qe! post suspicious bureaucrats or - 
еее allen vixens. Rogue er merchant craw of on SI 
disappearance of Ambas lus Ín Lem ο 
2368 epitomize the asse serve on intelligence purpose, 
Where. infiltrat [ раната ытты i 


п, they 
with i 
With counterintelligence missions, deci 


and correct use of force is often your only option; 


the plot early than wait too long and dis 


gence op halfway through. Сари 


the Vulcan Isolationist Me 


counterintelligence mission, 
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0622265 < 2162-2275 
STAR TREK ROLEPLAYING GAME 


STARFLEET OPERATIONS MANUAL 


E 


— 
μα ἘΝ 


x 2280-2320 
STAR TREK ROLEPLAYING GAME 


ышы 
= 
= 
= 
кюе 
p 
EL 
= 
= 
ез 


Academy Cadet Jumpsuit 
с gae. 
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This uniform lasted through the 
end of the Klingon cold war and 
into the new era of cooperation 

ih 
century. Only after the fleet reor- 


and exploration in the early 2 


ganization by Admiral Taneko in 


2350 (see page 76) did the uni- 


forms change again. (The “field 
operation" uniform, a fatigue uni- 
dorm (ог ground-based personnel 
remained the same until the 
Dominion War) Duty uniforms 
returned to the three branch col 


ors, reversing engineering 


security (now called operations 
With command, and the genera 
jumpsuit" look from Starfleet's 


earliest days returned as well 


Slight design va gain crepi 


ven ships, issue years, fab 


canon рі 
Sarfleet's highly independent anc 


Wartime Uniform: 


The Dominion War, and и 


economies in design and material 


forced the uniform changes οἱ 
2373. All uniforms, regardless 
branch or service. used a black 


color light shirt visible only at the 
throat, During the struggle agains 


the Dominion, Starfleet officers 


form aesthetics, and even with the 
Cardassians and Founders defeat 


ed, Starflee 


personnel will likely return to let 


entifi and exploratory duties. 


PRGCEDURE 


Three different disciplinary pr 


cedures apply to offenses by 
Siarfleet personnel. The more ser 


ous the offense, ihe more forbid: 


ding and lormal the disciplinary 
procedure 


Command Discipline 


Any non-senior officer can be 
directly disciplined by his сот. 
mander. Department heads may 
use command discipline with their 
subordinates. Most command dis- 


cipline takes the form of a 


pi 


mand, a verbal dressing 


»wn dur 


der stands at 
attention, Reprimands remove 2 


points of Renown from an officer, 
since they appear in his record. 


More serious. reprimand 


confinement to quarters (for 24 or 


48 hours), and some result in 


demotion, the loss of rank. A 
demotion subtracts the character's 


result in brig. ti 


Board of y 


A board of inquiry is a panel of 


lenses. They may acquit 
the defendant, or subject him to 


deprive him of his 


ing a dishonorabl 
Starfleet. In αἱ 
tions, they may issue a non-bind. 
img recommendation (hat the 
din 


entence him to a brief stay in the 
brig. Convicted defendants lose 


Any charge against 


referred to a board of inquiry. If the 


board determines that the charge is 


unworthy of consideration, or lacks 
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sufficient evidence, it dismisses the 


n hearing witnesses. 
This happens more aften than not 
Mf the board decides that the offense 
is criminal in nature, it refers the 


case to a court martial. 


Court Martial 

Court martials are formal trials, 
with Starfleet judges la minimum 
of three of captain's rank or high 


er), prosecutors, and defense attor 
neys Rigorous standards of evi 


dence apply. The defendant is pre- 


sumed innocent until proven guilty 
and alforded due process of law 


Guilty verdicts can result in any 


thing from demotion to dishonor 
able discharge to penal colony 
time to death (f 1 


of senior officers am exceedingly 


serving captain occurred in 2267, 
when Captain James T. Kirk was 
tied for causing the death of 
Liewenant Commander Ben 


Finney, Courts martial do n 


ect 
Renown, but they do alter its 
nature — a captain once renowned 
for spirit and bravery will be 
renowned for treason or murder 


емоимеза0 CUVONULS 


= 


τώ о Δίου. 
моца EO of success. 
2 ‘exploration is its 
s. However, what 
hil a Starfleet fier the 
best їп the galaxy is his 
sills he Intensive waining, 
and innate Talents that can 
mean he che 
between Ше and death for 
ere planets, — Every 
Surflect officer uses her 
skills to the utmost, petting 
every edge and вуну 
advantage possible oi. of 
her already Өрү аспе 


battery of WWW 
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SKILLS 


Duricuur (TN 20): Administering 


SITED 5,001-20,000 individual 


EVIS 


This chapter gives more specif ViRTUALLY Imrossme (TN 25): 
k additional sample special Administering Starfleet or am 
Чез, and fuller calibration. for interplanetary or planetar 
ome of the core skills from the bureaucracy, Almost all such 
RPG Player's Gu tash tended test 
well as some key traits tied to skill almost by default 
levels that can add apabili ADDIT Мос 
r those who master the Eficient Starfleet cor умет 
liscipline make administering à starship or 


N RATT tests dealing with a starship or star 

Command rs, and base take =I to the TN for eve 

partment heads in all branche class level of the operations system 
Administration. to manage RPG Narrator's Guide 
responsibilities and to oper- — page 138) of that ship or base; for 
hin the larger bureaucracy example, a Starfleet captain usi 


the test, the more dif. — her ship makes her Administration 
to manage without — tests for shipboard matters at 4 to 
misunderstanding, or ТМ. Administration skill tests gain 

the same bonuses from the 

Siunit (TN 5): Administering Promotion edge as social skill test 
the crew of a small ship or a small Ағе1мтіє5: Gains a +1 affini 
team (under 20 indivicual ıs from Law skills with the 
Routine (TN 10): Administering same or similar specialties: For 
n of a medium wa ^ example, Administration (Starship) 


department on а larger ship (20- gains the bonus from Law 
00 individuals) Starfleet) when used on Starfleet 
CHALLENGING (TN 15): vessels. Operations managers also 
Administ pital ship. th administrate shipboard issu 


indiv s fror 


m Operation (Miss 


BUREAUCRATIC PRESSURE: Often, members с 
bureaucracy exert pressure through the system w 
ignment, a 


achieve their ends—a more glamoro 
coveted fleet promotion, the right to divert from а mis 
sion for а sudden emergency, the e 

spiracy or the defeat of a dangerous scheme. Such 


posure of a con 


pressure is often opposed by the current holder of the 
assignment, rival for promotion, some narrow-minded 
under-secretary, and so forth, who applies his own 
pressure to resist your aims. This can be resolved 


opposed Administration test against your opponent 


For tests against nothing but the inertia 
lished bureaucracy, use the TNs above based on the 
size of the impact you are trying to achieve: if you are 
trying to divert one medium ship, the TN for such a test 


в 10; if you are trying to change Starfleet pol all 


ships, the TN is 25. 


ARMED COMBAT 
You may pick one of the fairly broad individual 


skills in this skill group given on page 109 
Trek RPG Player's Guide (Simple, Traditional Klingon 


Weapons, etc. or a skill representing a specific school 


of armed combat. Many specific school skills all 


access to "key traits," which are special traits keyed to 


specific ski 


vels as a prerequisite. Some key traits 
require the prior selection of other key traits. Unless 
specifically noted, you may not use two key traits for 


the same attack test. Key traits cost two advancement 


picks each, just like regular traits 
Each specific school grants basic familiarity with at 

least one broad class of weapon; a character with 

Fencing can pick up and use any sword, from 


Scottish claymore to a Klingon mek leth. However, 


only the specialty weapon or weapons of the school 


(marked with an asterisk) can be used with its ke 
traits. Thus, a character with three skill levels of Anbo- 
jytsu would write Anbo-jytsu (Staff) +3 on his character 


sheet, and would gain the specialty bonus using a staff. 


He wauld have the same effective skill rank with any 


club as a character with Simple Armed Combat +3. 


Anb 
The blind Centauran gymnast Kathar Eltrin invented 
this specialized school of staff-ighting in 2168. It 


remains more popular on Alpha Centauri as a perform 


ance art rather than a martial art, but Centaurans in 
Starfleet have returned it to its efficient roots. Anbo- 
jytsu stresses kinesthetics, balance. and 
Wearons 

Jhrsu Sense 


ай, club, lirpa, mace, stunrod. 


You channel the 


рч! of your senses more fully into 


your strikes, and act fluidly upon the many sube 


of sound and motion you receives. 
Pnessquisimi: Anbo-jytsu +2 


Esrects: Your Anboyytsu still gains а +1 affinity 


bonus from your Observe (Listen) skill. This key trait 


may be used with other Anbo-jytsu tests. 


UrcRADE: You may substitute your Observe (Listen) 
skill lev 


for your Quickness reaction level in tests io 
determine initiative or surprise 
Анво Dur 
The most common move in Anbo-fytsu, a sweeping 
bi 
interference with movement. 
PREREQUISITE: Anbo-jytsu +4 
eects: 


w brought between the attacker's legs for maximum 


A successful start blow doe 


damage as nor 


mal then throws your attacker to the ground, He suf 


fers all penalties for being prone until he uses one 
action to get up. 
UrcxADE: In add 


jon to the above, a successful staff 
blow numbs your opponents leg: he may not add his 
Agility bonus, if any, to any combat test until healed 
PRANHA ντου 
ou hear your opponents moves and subcon 
scicusly translate the audible signal into reflexive mus. 
PusnsQuisire: /ytsu Sense, Anbo-Jytsu +6 


Erans: You may substitute your Observe (Listen) 


level f 


your Agility bonus in determining your 
Defense rating, 

Анво Chonn 

Ву listening to your opponent's breathing, you can 
find his most vulnerable spot for a debilitating blow. 


i: Диви Sense, +8 


ble your damage from a successful 
май blow 


Chaka Hramdal 


The bloody, direct art of fighting with the massive 


Andorian dagger. the chaka (see box), has over 800 dif 


rent substyles. Most Andarian duels are resolved by 
chaka hramdal contests; thanks to this art's emphasis on 


deadly strikes, duels to first blood ойеп turn out to be 


duels to the death. Wearons: “Chaka, d'k tahg, knife 


CHAKA 

SPECIFICATIONS: 35 em long, 75 cm from side to sid 
18kg 

DESCRIPTION: The “Andorian fighting dogger” (rere of 
+ shortsword by weight and size) resomblos throe 
forth bowie knives joined in on upside-down "T" or on 
oversized Klingon d'k tahg. One blade projects Го 
ward from the fist, with two more protruding from the 
ends of tbe hoft on either side. бойон come in many 
dlerent versions; some hove longer central blode, 
Sesket-hilts on Ње halts, or spikier side blades. 
PARRY MODIFIER: +1 

DAMAGE: 146+4 
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Λένας 
This is a rapid, deep thrust with the forward blade 
intended to end the combat in a hurry 
Pnentqusire: Chaka Hramdal +2 
Eprects: A successful jenac thrus 


damage, but lowers your Defense by the same amount 
for the next round, 
ASHRAND 


The “eyeblink counter strike” uses your op 


own strike ac strike 


Paexequisire: Chaka Не 


s the springboard for a sudden je 
Jal +4, lena 


Errects: After successfully parrying an opponent 


strike, you may immediately make a jenac stri 


your own at a +1 bonus to skill. This will cow 1 ac 


Urcsapt: This strike now costs no actic 


Кетватн 
This is a direct, stabbing blow downward with one 
of the chaka side blades. Difficult to execute. it is even 


more diffi xk 
Pututu: Chaka Hramdal +4 


Енис: By taking a penalty between 


your attack skill test, yc 


block, рату, or d 
i you take a 


2 attack test penalty, 


take a 4 penalty to his dodge attempt 
UPGRADE A successful kelvath attack damage 
SHESTAAL 
This “sunrise slash” is intended to cut your foe with 
all three bl the chaka in a sweep. 
Ракновит: Chaka Hramdal +6 
Errtcrs: After a successful attack test, roll again for 
the second blade. If successiul, make a third attack test 


for the final blade. A successful dodge ends the she 


but not a successful parry—an opponent сап parry th 


H the th 


hestaal takes 


first blade and be hit by the next two d blade 


hits, it only does half damage. Using ἡ 


how many blows hit 


Uraman 
Upgrade 1; A 


Three upgrades are possible; in on 


shestaal attack; Upgrade 2: the third blade does full 


Jpgrade 
опе opponent with a single shestaal attack. 
Ses Konar 
А brutal move practiced primarily by members of 


tis considered 


Ke 


h P'trell, the Andorian medical clan, 


a “mercy strike" in traditionalist Andorian circles 


Prentquisire: Chaka Hramdal «8, Medicine +3 


First Aid 45, A specialty in Andorian medicine о 
Andorian anatomy lowers the needed skill levels to 
Medicine +1 or First Aid +3 


Errects: A successful attack does half damage, but 


severs your opponent's arm (or other striker) tendon, 


rendering the limb useless (unable to hold a w 


much less strike with one) until healed, 


tinent during the fencing encompassed 


пу different styles of swords and swordplay. After 


800 primarily а sport complete with masks, safety 


forms, and blunt weapons, the Klingon crises oí the 


mid-23rd century caused ә renewed vogue for serious. 


combat fencing among Starfleet officers, WEAPONS: 


"Sword. mek 'leth. (Some Narrators may wish to create 


individual sword specialties and statistics; combat 


fencing weapons include the rapier, epee, and saber.) 
nce 


Steppi you thrust the 


g forward, point of your 


икт: Fencing 


A successful lunge does +3 damage: you 


Uraman The 
toad à 
Few 


А teint, or faked attack, ideally fools your opponent 


1 affinity bonus to lunges from Athletics ump! 


into defending against а nonexistent blow, thus open 


up to your real attack 
Parques: Fencing +4 
Erecrs Roll 1d6 


and subtract your opponents 


attack test, A 


nents Defense during your next 


feint, like a real attack, takes 1 combat action, 


(UPGRADE Your feint result has a minimum of 1; even 


pponents Perception modifier is +6 or higher 


For each further upgrade, your minimum teint result 


by 1. You may upg 
Conps-A-ConPS 


ade Feint up to three time 


By binding you keep your 


opponent in close (point-blank) combat range yet 
unable to use his weapon. 

Рикс: Fencing +4 

Errtcrs: А successful corps-à-corps attack penalizes 


parry test (if any) by the amount of 


your Agility bonus. For example, if Louis (+3 Agility 


modifier) succeeds in a corps-d-corps against Kang, 
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Kangs attempt to parry that corps-a-corps is at -3. (f 
Kang attempted to dodg 


he would have no penalty 
An unsuccessful parry (or no defensive response what 
mound, 


soever) binds your opponents blade. Once 


your opponent can ог 
ing in a Strength attribute test (which takes 1 action) 


у free his weapon by succeed 


opposed by your initial corps-3-corps attack test result. 
You may free his (and hence your) weapon at any time 

UrcRADE: You may disarm your opponent by defeat 
ing him in ап opposed Strength attribute test Every 


failed attempt by your opponent to free his weapon 
adds a +1 bonus to your test result to disarm. 
Riposte 


You turn your parry into an opening to strike a 


After successfully parrying your opponent's 


blow, your next attack gains а +2 bonus to your 


Fencing skill test; also. if you do по! already have the 


initiative, you gain it for the next round. 


UPGRADE: Your riposte bonus increases to +4. 
SENTIMENT De Fen 
You leave with 


your opponent's weapon, in order to “feel” his moves 


and intentions ahead of t 


PsxtQuisi: Fencing +8 
Errects: Following a successful attack or рату, you 
macks or 


have a +2 test result bonus to all further ar 


ries against that opponent with this weapon, including 


the use of other key traits. This lasts until the end of the 


combat, until you retreat or dodge, or until he success 
fully dodges your attack 
UrcnADE: Your bonus from sentiment de fer increas 


esto +4, 


ATHLETICS 


In addition to Climb, Jump, Ride. and Swim, there 


are two other specialties of the Athletics skill that may 


come in handy 


scape Artist 


This specialty covers pulling or wriggling loose 
from ropes, 

lock 
handcuffs, is a Sleîght of 
Thi 


unless the 


vines, large manacles, etc. Picking an 


such as those on 20th-century police 


picking) skill test. 


Hand (Le 


Specialty yer than 


d оп Agility, το 


ength 
Narrator rules that a brute force “pulling 
apart” ls the only way to loosen a given set of bonds. 
Make Athletic 
dependent or 

SIMPLE (TN 5): Vines or other loose 

Rounne (TN 10): Belts, curtain sashes, 


hoe bonds. 


Escape Artist) skill tests against a TN 
the material 


CHAWENGING (TN 15): Ropes, tentacles. 
Drncutr (TN 20): Thick cables or chains 
 manacles. 


Матилцу Imrossste (TN 25 
rawhide, formed plastic “cuffs.” 
ADDITIONAL MooiFIERS: Covertly attempting an 

Athletics (Escape Artist) skill test while being watched 


Wire, shrunken 


by gu 
Perception modifier as well, to the ΤΝ. 


rds adds at least +5, and possibly the guards 


AFFINITIES: Escape Artist attempts against large 


whole-body bonds gain a +1 affinity bonus from 


Gymnastics. Ап 


πηρες to untie only wrists or hands 
gain a +1 affinity bonus from Sleight of Hand. 

ACTION Time: Variable minutes to hours, averaging 
around TNx5 minutes. 


Έκτενοεο Test: Yes, at the Narrator’s discretion 


Throw 

his specialty of Athletics covers throwing for accu- 
тасу speed, and distance. You may substitute Athletics 
Throw) for Archaic Ranged Weapons tests to throw 


large sily-thrown weapons such as spears and 
boomerangs. Specialized throwing weapons such as 
daggers, tomahawks, kligats, and so forth sull require. 

Ranged Weapons, although that skill will take 


affinity bonus from Athletics Athletics. 


asi Throw). 
Throw) tests also govern throwing items such as over- 


ing phasers, photon grenades isee page 73), or 
sis of explosive 


The Athletics (Throw) test TN is usu 
ally set by the range. Thrown weapons will have estab- 


lished range increments; the distances given here are 
for a roughly streamlined non-weapon object about 
the size and mass oí a football. The Narrator may vary 
these numbers depending on the object to be thrown 
мате (TN 5): Point blank. Within 10 meters 
Rourist (TN 10): Short range. Within 30 meters 
Снливчсамс (TN 15): Medium range. Within 60 
Dirricuur (TN 20): Long range. Within 100 meters. 


Матолцу Iurossinr (TN 25) 


extended range. Over 


Range increments increase by 41 for every +1 10 
the thrower's Str modifier. Throwing a weapon at a per- 


De 


however, remains a test against the targets 


modified by range as normal. 
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target) will add at least example, tossing, 


a plasma bottle 60 meters ю strike a 6-meter wide evil 


only 3 meters wide, the TN becomes 20; il 


TN becomes 


the computer is only 1 meter wide, the 


25, If you are throwing an item to be caught, you may 


treat the Athletics (Throw! as a combined test with 
catchers Athletics ump) sill. Catching a thrown item 
an Athletics 


Throw) tests take a 


not intended for you i 

Аеемтев: Athletic 
| ут 
| port 


jalties such as Baseball, Cricket, and so forth. 


ENGINEERING 
This clarifie 


and spells out the meanings of the 


lest modifiers on page 101 of the Star Dek RPC 


Player's Guide for Engineering (and Repair) physical 
skill tests, "Adequately equipped" («0 TN) means the 
tools and equipment onboard a starship. The docking 


Only Spucedock 


ship, are "well equipped" 1-5 TN 


tions), and Starfleet orbital or space facilities count as 
equipped with advancec/precision tools" 1-10 TN) 
for the pu 1 making Engineering (ar Repair 


tests оп a Starfleet vessel, The Tech Level of the equip. 


ment available also affects the TN of the task 
5 TN) is ge 


tools to repair his ship. (More than one TL ahead usu. 


ally сан 


advanced may actually make things harder again) 


‘makeshift 


to (or than the 
2 Ths more 


10 ΤΝ) 


(45 TN); primitive becomes 


An officer attempting to transform a. 


TL B tricorder into a temporal viewing device using 
1930s (TL 5) technology might as well be "totally 
unequipped" (+15 ТМ), or using stone knives and 


INQUIRE 


Otten, investigators пева to fallow а suspected 


pirate, smuggler, or spy from place to place or even 


from planet to planet without actually being able to 


physically shadow him with the Stealth (Shadow) spe 


сайу This ву 


vere the Trall specialty of Inquire comes 
in. Inquire (Trail) allows you to follow a subject's trail 


by picking up run 


You can make 


spacepurts or orbital logs, and 
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il) an opposed test 


Inquire (T inst the subject 


Streetwise, Specific World, ar Impersonate skill depend: 


ing on which tactic he в using to evade уоп. (Trailing а 


subject across an uninhabited world cr through a 
t) The 


focus on a given element of the t 


wilderness area is an Ooserve (Track) te Narrator 


il, requir 
Investigate, or Spot tests rather than 


ing other inquire 
subsaming everything into a single Inquire (Trail) test. 
Alternately, you can use the TNs below 


5м 


е (TN 5): Trailing an obvious or oblivious target 


uch as an absent-minded astrophysicist or a 
Klingon on Ferenginar 

Routine (TN 10): Trailing, a low-ranking criminal or 
ernment official such as а diplomat 
Cuatenaine (TN 15) 
ual, o 


Trailing an obscure individ. 


Оинсич (ТМ 20): 
criminal or smuggle 


Trailing à dangerous wanted 
Митилиу 1меоввище (TN 25): Tralling a secret agent 
or spy. 

AopmoNAL MonirieRs: 


In general 
+5 TN per pla 


trailing а 


ibject between planets ^t, Also, 


the size of the subject’ lead will affect the difficulty; a 
wees's lead В +5 TN, а month's lead is &10 TN, and a 
years leud is +15 TN. 


Arines: Inquire (Trail) tests can get a +1 affini 
Deduce) skil 
Streetwise and Specific World skills where relevant. 


THON Time: Making an Inquire (Trail) w 


ty fom the Investigate and from. 


€xrenpen Test Ye 


MEDICINE 


hough Medicine i 


an ac kill, it dike First 


Aid) is also affected by the equipment medifiers on on 
page 101 of the Star Trek RPG Player's Guide, Field 
medicine with a complete medikit available is "ade 


quately equip +O TN). Surgery in a starship sick: 


bay s "well equipped" (-5 TN), and surgery in a major 
hospital ship, medical starbase, or research hospital on. 


advanced or precision tools" (-10 TN). Medical Tech 
Level also affects skill tests: “superior tools" (-5 TN) i 
generally one TL ahead: the equivalent of a 23d-cen- 
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tury doctor using 24th-century instruments to diag. 


More than one TL 


rate on a patie 


head usually causes too m basic 


ny problems wit 


conceptual familiarity to gain any advantage. and a 


system too advanced may actually пъ 


again.) Medical technology one TL n 


3 Τις more primitive becomes "makeshif 


(«10 TN); 4 or more TLs behind and the medical 
ments are valueless, leaving the surgeon 
unequipped" (+15 TNI 

PHYSICAL SCIENC 

Physical Science (Mathematics) is the key disc 
pline of cryptography. the field of making 
ing codes. This differs from encrypting or decrypting 


computer records specifically. which is a Computer 


Use (Encryption) test. Most encrypted communica: 


tions in Starfleet pass through the computer system, 
where extremely secure programs do the actual 
encrypting or decrypting before passing the clear text 


оп to the communications officer. Using these pro- 


ams can b " (Communications 
Physic 


Mathematics, test. However, many Priority One m 


System Operati 


mputer Use (Encryption, 


sages must be decoded by the communications officer 


or command staff without using the ships dedicated 


computer system, for additional security. Other time 


existing Starfleet computer protocols are useless, 


uch 


as when decrypting Romulan coded messages, or 
planet. For such tasks, use a difficulty based on the 
code's sophistication and mathematical complexity 


Simmie (TN 5): St 


lej, wellknown "book cod 


lard substitution ciphers (Mor 


erally appear at Tech Level 2 


Routine (IN 10) Complex substitution ciphe 
detailed telegraphic and book codes. These codes 
enerally appear at Tech Level 3 

Снлшмамс (TN 15): Computationally-created 


»des, such as the 20th-century Enigma and Ul 


codes; basic one-time pad systems. Т 


ме codes 
generally appear by Tech Level 5. 
Dirncutr (TN 20) 


Complex ти 


advanced с pad systems. These codes gen 
ally appear by Tech Level 6; most standard 
Federation, Klingon, and Ferengi appears 


these code: 


Vin uauty Паговави (TN 25): Massively 


odes, linguistic-bank-driven one-time ри 


в. Mil 


These codes appear by Tech Leve 


Romulan and Cardassian traffic. use these codes 
ADDMONAL Мооинеяз: The longer the text sen 


in a single code, the easier it is to break. A single mes- 


sage might add +3 to +5 to the TN; reams of logist 


cal data would lower the TN by up to -6. If th 


deco е subject matter (t, for instance, it 


refers to ships or star names known to the 


me Iso lowers the TN by -1 


solidly known reference 
Arrinmes: Skil 
clear text (Romulan language skill for a Romulan code 


the original language of the 


for example) and Computer Use (Encryption) both add 


1 affinities to Physical Science (Mathematics) rolls to 
decode а message 

ACTION Time: Variable hours for a single message 
τι 5 or h * may require weeks or months 
with equivalent-level computers to break. However 
computers from a higher TL than the code can usually 


break them in minutes with а Computer Use 


Encrypt 5 TN per TL level difference 
Єхтємрєр Test Yes 


RANGED COMBAT 


Energy Weapons 


The вой tied to the 


wing key traits аге Energy 


Weapons skill in the Ranged Combat skill group. At the 


Narrators discretion, all of them can apply to the 


Projectile Weapons skill in that skill group as well 


however, they must be taken separately. In other 


words, a security officer with the Get the Drop key trait 


her Energy Weapons. skill would have to pick it 


again if she wanted to be able to use her antique 45 


liber pistol to Get the Drop on an alien low-life. 
VERING FIRE 


avering fire is a pattern of weapons fire intended 
keep enemies out of a given area, or to prevent ene 


Prexequistte: Energy Weapons + 


Errects: You define an empty cone (а doorway, the 


open air above an enemy position, the clear s 


between you, etc.) with a 30 degree arc and 


it repeatedly, against а TN of 10 plus or minus any 


range or other applicable modifiers. Empty space get 


no "cover" modifier, of course, even if yc 


covering f 


то prevent an enemy fiom leaving cover, 
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For each 10 degrees of arc covered, you must fire 


1 and expend the needed charges; a 
30-degree cone of Light Stun covering fire expends 3 
charges per round, for example, while a 60-degree 
cone of Heavy Stun covering fire expends 18 charges 
per round. If you succeed in your Energy Weapons 
test lo establish the coverin 


entering that cone (including partially leaving cover to 


fire) will be hit by one shot, and sustain damage as 


normal. You may maintain covering fire without mak 
ing further comba sufficient 
dodge 


s test (210 if the 


tests as long as you hav 
charges left in your weapon, Opponents са 


covering fire at —5 to their Quickm 


fire test was an extraordin 


For each level of upgrade, you may 
expand the degree of arc of a Covering Fire cone by 15 
more degrees, to a maximum of 90. 

Doueue Fine 


Tre trigger mechani and other ener 


ns of phas 


By weapons generally require firm pressure to activate 


skilled phaser users, however, have learned how го 
‘double tap” the trigger to fire two shots in the time one 
would normally take 
Prenequisite 
Ermers: You can us 


гру Weapons +5 
a single Energy Weapons test 


two shots in опе combat action with any 
weapon in which you have a specialty, You make that 
VIN, 


arget, Double fire can only be used with the standard 


test at and both shots must be fired at the same 


beam setting. 


сало: You may use double fire on two targ 


тне Онор 


Ger 


Starfleet officers are trained in nonviolent conflict 


resolution. Often, the easiest way to get an enemy talk- 
Ing, however, is to hold a phaser on him. 
Weapons +3 or Quick Draw 


nd level your weapon at your 


PuntQui 


Tt: Energ 

Errtcrs: You draw 
opponent (taking 1 action, 
Quick Draw ed 
diate Energy Weapon combat test (a free action) as if 


unless you possess the 
and without firing make an imme 


you were shooting him, If your test succeeds, you hav 


the crop on your who will likely realize the sit 


uation, and hopefully react reasonably. You keep the 


drop on him until you either fie fur real, make anoh- 
ог otherwise divert your attention, 


er attack, dodge 


Walking а few paces, pulling out а communicat 
etc. are allowable actions while keeping the drop on 
someone.) If you keep the drop on a target for 1 round, 
ne as a free action, 


you can then fire at him at any ti 


using the result uf your Energy Weapon test. If you are 
distracted briefly (a loud noise, a flashing light), your 
opponent may attempt to dodge out of the drop, but 
must subtract your Perception modifier from his dodge 
test result 


‘Snap Swor 

А snap shot is a sudden shot from behind cove: 
without exposing yourself to enemy fire. Only veterans 
of long training or combat can easily summon the fluid 
grace, quick reflexes, and calm needed for even par 


tially асси; 
Ринкон 
Errects: You may fire from behind total cover with- 
out exposing yourself long enough for an enemy to fin 
is a normal Energy Weapon test at +5 TN 


snap shooting, 
: Energy Weapons +4 


at you. Th 


and takes only 1 combat action. You cannot combine. 


aiming with a snap shot. Making a snap shot into cov 
ering fire is at +8 TN. 
To hit апе 


my who is using snap shots, you must 
aiming at where the snap shooter is 
likely to pop up. Unlike normal aiming, this alm peri 
od does not lower the TN of th 


shot. Th 


», you must 
defeat the snap shooter in an opposed Quickness reac 
tlon test to successfully target 


nd fire at him, other 


wise, you waste a shot into his cover 
Осал now made al +3 TN, and 


fire are at +5 ΤΝ. 


Snap shots 


Heavy Weapons 
This skill in the Ranged Combat skill 
the use of artillery from photon mortars tc 
controlled phaser howitzers, Most Startle 
ins deployed onto planets have conve 


'oup covers 
computer 
heavy 


weap tion, 
shipboard-style control screens, allowing them to be 
fired with a System Operation (We 
kill test with at most a 45 TN теди 
larity; Starfleet has many more 
amullerists on any gh 


pons) or (Tactical 


ır for unfamil 


tactical officers than 


en ship. зресик 


Heavy Weapons skills have proven useful from brush 


fire combats Nausic 


Dominion War 


against 


pirates to the 


and some weapons officers cross: 


train in them against just such eventualities, Sammu 
Sprciatmirs: Photon Mortar, Phaser Cannon, Ballistic 
Missile Launcher. 


Space SCIENCE 
Space Science (Astrogati 


is the specialty that 
covers plotting a course through interstellar space. 
This differs from System Operation (Flight Control) 


which involves s 


ing the ship, 
and so forth, although flight control officers 


itomated systems in the conn (or helm) to 


taking, evasive 
action 


t difficulty levels +5 TN 
higher than using Space Science (Astrogation)), 
Thanks to Starfleets excellent syst 
inertial navig 


of star charts, 


эп beacons and buoys, ch 


relays and subspace radio transmitters, using the flight 
control station for astrogation is fairly simple. 
However, there's often no substitu 


for doing it your- 
self. The difficulty depends on the availability and 
type of “landmarks” in detection range: 
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мт (TN 5): Full array 


ΠῚ 


“ markers and 


‘normal space.” Laying in almost any course 


inside Federation space requires only a simple test. 
ROUTINE (TN 10): Bright stars in known space (Rigel. 
Archanis, Canopus) detectable. This is the general 
rd hı Alpha and 


situation in the rims ves of the 
Beta Quadrants, 


might b 


although ἡ 
considered “unmapped” as below 
(IN 15) 


d stretch of 


CHALLENGING An unmapp 


space; within an obscuring nebula, dark-matter 
region, or plasma field. (This is separate ftom any 
actual sensor degradation; see Ship Hazards on 
pages 230-233 Star Trek RPG Nurrator's 
Guide 

Dunicuu (TN 20): Thollan interphase, folded sub- 
space, wormhole spa 


Митолцу Iurossiste (TN 25): Outside the С 


chaotic space 


fluidic space, in another dimension 
entirely 

This is the difficulty to find your current locat 
dit 


plot à course between points, you use the n 


end of the Journey as the TN. Plotting а course 


Earth to the Tholian isa TN 


nterpha 20 task; за is 


plotting а course from the Tholian interphase to Earth 


AFFINITIES: System Operation (Flight Control) and 


Space Science (Stellar Cartography) provide a «1 


ity bonus to Space Science 
ACTION Time: Variable minutes 
Єхтеноєр Tests: Yes 


SURVIVAL 


This skill includes land or water navigation such 


orienteering, compass-and:map course plotting, ar 


navigating by the stars. The difficulty of a 
SIMPLE (TN 5): 10 kilometers 
Rounwt (TN 10): 11 
CHALLENGING (TN 15): 101 
Dirricutr (TN 20): 1,000. 
Уштолцу IMpossiate (TN 25): Planetary circumnavi- 
gations; 10,001 kilometers or more 


1,000 k 


0,000 kilometers 


ADOITIONAL MODIFIERS: Basic, standard-issue tri- 
orders add +5 to Survival skill tests for navigation; tri 
orders pre-programmed with a complete planetary 


atabase for the world an which 


ıu are navigating 
add +10 to Survival skill. ' 


+0 ΤΝ) 


А compass and sextant c 


as “adequate” tools Survival skill includes 


means of manufacturing or jury-rigging these tools 
Weather and visibility may afiect navigation tests 
AFFINITY: Space Science (Astrogation or Stellar 
Cartography) grants а +1 affinity to Survival tests to 
navigate by the stars 
ACTION Time: Ideally 


night 


you correct course every 


shooting the stars takes variable minutes 
depending on weather and light conditions 


Ехтеново Test Yes 


System OPERATION 
This skill is perhaps the single most important skill 
for any Starfleet officer. With it, every system on a star 
ship is open to you; without it, you might as well be fly 
ing an old-style atomic DY-100 sleeper ship. The many 
specialties of the System Operation skill allow officers 
perform a lot of different tasks. 


Many System Operations specialties overlap each 
others’ functions. Determining which specialty is the 


precisely for a given task is up to you 


Narrator. However, given the reality both of redundant 


systems design and rigorous cross-training, the differ 


ence between System Operation (Tactical) and System 
У р 


Operation (Weapons) should not be too great, espe 


clalty is only a matter of +2 to a skill to begin with, 


Closely allied specialties such as Mission Ops and 


Operations Manager, Deflector (which covers both the 


tactical and navigational deflectors) and Shields (which 


only covers the tactical deflector), Tactical and 


Умер 


and so forth should all be conside 


ns, Environmental Control and Life 


Suppor, 


or to be performed at +1 rather than по bonus, For 


ining an internal security scan is a System 


example, ru 

Oper 

System Opera 
» skill, 


urity) test, but 
tion (Tactical) should be able to take а «1 


System Operation (Communications) 


the sender; the difficulty depends on the clarity and 
οἱ the message 
болта (TN 5): Pulsar or navi 


κουτι (TN 10) 


Standard c 


mayday” signal. 
CHALLENGING (TN 15 


Dirncucr (TN 20): Tight-beam or burst transmission. 
м имговави. (TN 25): Pinpoint transmission 


bounced off redirecting object. 


This test is also possible with System Operation 


Sensors) at +5 TN, using the e 
to det 


ectiomagnelic sensors 


1 the incoming signal. Picking a given signal 


ош of heavy background noise will add to the TN; а 


world's worth of communications interference adds +3 


to the TN; clusters, ion storms, and nebulae affect tri 
angulation tests as they do other Sensors tests (see Ship 
Star Trek RPC 


Hazards in the Narrators Guide, оп 


pages 230-233 


System Operation (Flight Control) 


This specialty (or, in the 23rd century, System 


Helmi 
Jes trom shultiecraft to ground cars. (For premod. 
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BRIDGE CREW AND LAYOUT 
For a sense of which bridge stations correspond to which System Operation tests (and thes which Crew members), the ‘allowing dia- 
(gram Indicates he standard setup on the Galaxy class explorer. This can alse bt assumed iu be the general paliero on any mid-24th 
‘century ship design, where needed. Alter the introduction of OPN contre! paneis in the early 24th century, any ship panel can be recon- 
А-А аре Т System architecture on 23rd-century starships is less 
Int surprisingly redundant. Accessing 


за dierent system through a dedicated interface (running engineering trom the science 
x , or example) gives а + 5 ТА побег 0 Ве System Operation test. Bath ests pain a + 1 afinity bonus trom Computer Use, 


A: CAPTAIN'S CHAIR 


Contains simplified Ops (mission ops and operations manager) and Cona controis Β he arm rests ( + 5 TN и System Operation lo use hose 
ο Irom the captain's chair). 


EXECUTIVE 0 
Bum tin, et ike tmt М ийа cr, rt orn ba tit omar каз eee sets. Ти рин ин 
‘bem are Му contqurabe, but usually Шү bold Мз computer iertces. 

CONN 

The main station lor їлїш (seting De course) and fight contral (steering the ship), Space Science (Astrogation) and System Operation 
(Flight Control) less are usually made lere. 


ЩЕ 
The station не the operebeas manager, whe directs and allecates ship resources. System Operation (Operators Manager) and System 
Operation (Mission Ops) are both detaul applications o this station. From this staton. an engineer can ransfer power (see page 88 ol the 


(Operations 
τ; Ops) Est Phu и combine пети manager ami cence ice nl Pe ио 
бегинин managers usualy serve э commamicatons oficer on 240A contary ut Systems Opera (Communicators) rts 
тикш mini tal ти, а. 


SCIENCE | AND 0 

‘The мо stations at alt starboard Irom Пе tactical station normally hold the main science displays, All Syace Science and System Operation 
(Sensors) tests ca be made from these stators, and hey normally support he тит! sophiticated computer intrtace on Пи ship, nt hey 
τ right over the main bridge node for the ODN system. Computer Use tests made i these stations are at + 1 t skill. 


E MISSION 075 


‘main acical siaban, Mission Ops serves as a coordination station Jor specific mission requirements. Usual 
‘anigurabons support System Operation tests lor Operations Manager, Communicatons, ие Sersors in addon to te Mission Ops special 
t ee Se ee +5, and f not тшм recon- 


ν Tis sie "—————————: иш 
Te 


ENGINEERING 
‘This station serves as a “mirror” stabor la Ве сме! engineer с post in the engineering section of the stip. Engineers based here can per 
„нея any System Engmeering test at no penalties, and mest Prepuision Engineering 

(мй on page 99 И the Star Trek RPG Narrator’s Guide). Repairs 
Waes require an engineer (occasionally even the chiel engineer) 
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L 
vimm 


depends on th 


Sunt (TN 5): R 


Βουπνε (TN 10): Hove 


Снлшмамс (TN 1 
craft, or sh 


Dirricuts (TN 20): Hi 
vinnur 


ADDITIONAL 


Operate Ve 
balky desig 


Астом Time: Full-r 


ample. With 


Мос 


EXTENDED Test: Ni 


Мосе 


hips’ systems 


UNARMED COMBAT 


Within ἡ 
enting ind 


the prior 
ally noted, 
mack test 
just like reg: 


s importan: to remember that without use of a 


key trait, no attack made with a given unarmed combat. 


ght cross both do 143 points plus the attacker’ Str 


damage, although they look very different 


ıt form of the sport art aikido, 


1920s by 
Uyeshiba in the country of Japan on Earth. Its ет 


е, calm, and the redirection of opponents 


е has made it popular with many Starfleet officers 


iecially Betazeids, Centaurans, and Grazerites. 
Nikvo 
] The “wrist tum” lets you parry your enemy strike 


PerxeQuism: Aikijutsu +3 


iencys sake. Di "ers a successful block test against a 
the vehicle punch, you may add half your margin of success 
h unded up) to your Defense against that same 


Wwrossm (TN 25): 


k 
Е UrcsApt: You may add the 


ucc your next attack against that same 
h lets you immobilize an enemy's 

See nier ч break it 

w. Bad, unfami PerusQuisime: Aikijutsu «4, Nikyo 


Errecrs: After a successful b 


le (box, below). His attempt to free himself is at 


he test result, as are all his other attack 


UncaApe Yo 


may use an opponent's attempts to 


wrist pin to cause him damage; if 
>e, he lakes half his escape roll in damage 


s rounded down) from a broken wrist. F 


d has wrist-pinned Gul Ekar and Gul 


en o Сату out the Unarmed Combet attad as normal; if soc- 
gly бес cessful, you hove grabbed your opponent. To move 
анод, he most fest defeat you in өз opposed Strength 
attribute test; although this is o free action, it can only 
be attempted once per round. Once grappled, you may 


may pick sk then attempt to slam your opponent into something: 


this requires | action and success at an opposed Agility 

test. И successful, your opponent takes 143 domage 

(plus ony odéitionol damage from being slammed into 

spikes or glowing coals, etc.) To move or attack other- 

ts fort е wise, you most first lel your opponent go. Grapple 
ks each attacks com be dodged or porried 
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Ekar rolls a 9 (a 7 оп 246 and Ekar's +2 Str modifier) on 
his opposed Strength test to escape the pin, Lieutenant 
Barad can choose to cause 4 points of damage (ай of 


unded down) to Gul Ekar regardless of whether 
Gul Ekar escapes or not. (And remember, Gul Ekars 
final Strength test result is a 6, since his attempts to free 
himself are at — to the test result 

Aiki OTOSHI 

The "reverse hip throw" essentially rolls your oppo: 


nent past you and onto the ground, using his atack a 


your hip as the fulcrum, 
Aikijutsu 45 


Раисов 
Errects: After а successful dodge or block, you сап 


Immediately attempt a grapple (box, page 28) against 


that opponent as a free action. И successful, you can 


extraordinary success) and leaving him supine 
Осал: Your grapple attempt for an aiki otoshi 
throw is at +3 to skill 
Maat 
A concept translated 


as the "combat interval, 


knowledge of таа! gives you precise judgement of an 


mys location and hence 
Alkijutsu +8 


add your Perception modifier to 


ме potential for harm. 
Pureequistte 
Ermers: Y 


Urano: You may add double your Perception 


modifier to your Defense when dodging 


Boxing 
back to 


The “sweet science” of pupilism goes 


Ishing punches to the head and body. Earth boxing ha 
many similarities with Andorian kharakom and Klingon 
QE! qrA (or "smash-fist^). Boxing is based on Strength, 
not Agility 

Cross 

Ap 


your opponent's body 
and forces him out of 
position. 

PutnsQuism: Boxing +2 

pem ма Ал 


adds +1 to your next block attempt against this opponent 
ΠΥ 

adds +2 to your next block 
Jag 
A short, fast punch intended to set an oppe 


successful punch doe amage and 


attempt against this opponent 


"ор 
for a followup blow 

Peceequisire: Boxing +3 

Errects: A successful pune does half damage, but 
you may add +3 to Boxing skill on your next attack 
against this opponent. 


Urco You may make two, jabs im: 


Boxing tests) in only 1 combat action. If both hit, they 
add a cumulative +6 to Boxing skill on your next attack 

Hook 

An arcing punch ideally made from outside the 
opponent's peripheral vision. 
PrintQuisim: Boxing +4 
EPEcrs: A hook attempt made after a successful 
dodge test is at 43 to skill. Any successful hook adds 
42 to damage 

UPGRADE: Add +1 to both bonuses above. You may 
select this upgrade twice 

Uppercut 


A powerful, savage punch into the jaw or body of 


an opponent 
тишет 
E 


forces an opponent to make 


Boxing +5 


TW А successful uppercut de 
a Stamina reaction test 
against Light Stun (TN € 


of the Star Trek RPC 


see Table A.14 on page 251 

Player's Guide) or be stunned for 

a number of rounds equal to your Strength modifier +1 
UraKape: A successful uppercut does 

inst Medium Stun (TN 

ther upgrade increase 


the stun difficulty to Heavy Stun (TN 15) 


з damage 
and forc 


he damage bonus to 44 and. 


Brawling 
T 


style of fighting evolved from decade 


an unofficial form of martial art in Starfleet through the 


early 24th century: Easier to practice without holographic 
sparring, room 


specialized trainers, the rough-and. 


tumble Starfleet of the 22nd and 23rd centuries depend. 


3 on it. Brawling is based on Strength, not Айй 
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ROUNDHOUSE PUNCH 
You swing your entire body into a bi 
tating punch. 
Риком 
tricis 
double damage 


Brawling 
A roundhouse punch, 


И successful, does 
However, you lose the initiative for 
this round and the next round (if you have it, and 
ponents are at +2 to skill in block or dodge tests 
against the 

UrckAbE 


'oundhouse punch, 


Following а successful roundhouse 
punch, your opponent suffers a skill test penalty one 
Wound Level lower than his actual Wound Level for 
the next 1d3 rounds; a Dazed opponent gets penalized 
as if he were Injured, et 

Hammer Bow 

You lace 


fist” and use it to smash or strike your opponent 


Amazingly, your fingers remain unbroken, 

ишо: Brawl ng +3 

Beers A successful hammer blow adds а + 
bonus to damage 

UPGRADE: Each upgrade adds a further +1 to dam 
age; you may upgrade this trait three time 


Furing Tackve 


You leap onto your opponent, bearing him down to. 


a resounding crash. 
PREREQUISITE: Brawling +4, Agility 5+ 
инст: The flying tackle is the 
tar Trek RPG Player 


equivalent of a 
charge (se Guide page 248) 


Additionally, the 
knocked 


TN for your enemy to resist being 


the ground is your Stre 

flying, tackle 
and only takes 1 cc 
HATCHET Chop 


Defense bat action 


You strike your opponent from behind in the пес 
area with the edg 


Ринку 


of your flattened palm. 
i: Brawling +6 


nent to make a Stamina reacti 
TN 9; see 
RPG Player 


1 lest against Light 
251 ef the Star 


able A.14 on page 
Guide) or be stunned for a number of 


Urceabe: Successive upgrades force tests against 

Medium and Heavy Stun (as described in Table A.14 

оп page 251 of the Star Trek RPG Player's Guide) 
Funa SMASH 


You leap into your opponent, str king hi 


with your 


legs or hips and knocking him to t 
Par 


e ground 
ит: Brawling +8, Agility 5+ 


Errectss A successful flying smash does 146 plus your 
Strength modifier damage and knocks your opponent t» 
the ground. You also fall to the ground unless you suc 
ceed at a Gymnastics (Tumble) test against TN 12. 

Urcspt: Your flying smash does 2d3 «Str n 


damage 


Ponn-ifla 
The Vulcan warrior-poet Ladok created this "eye of 


the storm” stylo in the 16005. Из central 


enet is resis 
ance and moderation; the goal of а ponn-ifla master 
1o "transform a fight into а poem, and a poem into а 
meditation." Offensive moves in ponn-ifla should be 
mere flickers.” #onn-ila is the most popular Vulcan 
martial art, and modern schools borrow some moves 
from other Vulcan art 
Kroa 
This ^stop block 
‘ila, You deflect an opponents fist downward and put 
him ой balance 
каво Лорна 
Ermers: Make a block test as normal. You n 
Agility modifier from the 
k test fil 


is the central technique of ponn- 


tract your damage even if 


If your block test succeeds, you 


n the initiative next round, and your opponent is at 
vet attack 
Uparan: Your opponent is at 


5 to skill on his next 
attack alter your successful block 
TAROON 
This technique uses your opponents attack to cre 
ate an opening for the nerve pinch. 


Paentquisite 
в 


choose to take the damage from your opponent's attack 


бои Ма «4, Nerve Pinch ability 


Following a successful block test, you may 


anyway. If so, an immediate 


pinch attack (see pag 


you may make 
49 of the Star Trek RPG Player 
action and at the 
pinch skill teet penalty 

Осло: As above, but you may make 
ate nerve pinch attack with no skill test penalty 

PONN-K SIN 

This leg sweep i 
Vulcan martial ан of Kareelífla, but has be 


Guide) as a andard -5 nerve 


borrowed from the "harder 


by ponn-ifla mae 
ΠΤΙ 
Errects: A successful attack does 1d3+Str modifier 
damage, 


Ропп-ійа +6 


and allows an immediate takedown attempt 
action make a 


as a fre your opponent 


Quickness reaction test (TN = your Agility +2) or fall 
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prone to the ground. A ponnksin test may only be 


moving opponent. 


UPGRADE: The takedown is automatic. With a sec 


y opponent's 


limb or spine to immobilize him on the ground as with 


\ grapple (box, page 28 


NARIK 
Many пай techniques exist, but they ай depend 
on joint locks and counterpressure 


Prerequisite: Ponn-ila +8 


Errects: After а success a арыны any 


imb as in a grapple (box. page 28). You may make one 
mmediate atack on him as a free action, at a +3 bonus 
to skill, 

Отона: You may do 1d6+Su modifier damage 
a ak your opponent's limb by succeeding 
posed Strength attribute test against him the next 


with 
up adapting its moves to their own fa 
art or into old-school spacer brawling. It is 
tens of ans that other, more glas мех 
in popular on sterships across the Federatio 
Рот Strike 
Thi ly-calibrated blow aims at vulnerable 
elbow, knee, thumb, and 


v. It is made at +2 to skill (rathe қ 
rom an айт action), and does 4«Str ier da 
age (with a further or s and +4 on 
UrcaApt: The strike rel юзи 


an be taken V 


THROW 
Thi 
Paearauisim: Starfleet Self-Defense: +3 
Emets: With a suc 


basic Earth 


nst the same opponent. 
ISARM 


defense attaches great import 


many blows and holds to that end. 


ICTS: After you succeed in any attack test (punch, 


эм, @tc.) against an armed opp 


he must make 


a Strength attribute test (TN 


e result 
UrcRADE: The TN of y 


reased by 


2. You may take this upgrade 


Сноке Hi 

Ῥαικεούήμτε: Starfleet Self-Defense +6 

ECTS: Immediately after а successful grapp 
(box, page 28), your c и must make a 


attempting 


break the gr At the beginning of each round 


that he stays grappled, the TN increases by 3, and he 
must repeat the Stamina test. This lasts until you break 
the hold, he breaks the gr. от he goes uncon 


While holdin 


peaking. If you make a chok 


to TN. 
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NEW SKILL GROUP 


Sinn (TN 5): Computer-assisted 21stcentury Earth 
groundears; well-trained horse and cart; ballooning 
in the direction of the wind, 

Rove (TN 10): Dirigibles; steam locomotives; sin 
20th-century Earth 


gle-masted sailing ships; late 


ed watercraft; most vehicles 


groundcars; most ра 


drawn by w animals 
CHALLENGING (ΤΝ 15): Hydrofo ls; propeller aircraft 


early 20th-century Earth groundcars; chariots; multi 


masted sailing ships; flight vests. 

Durricutt (TN 20): Helicopters; solarsail spacecraft 
computerassisted 21st-century Earth jet aircraft 
rocket boots 

Уипулиу1меовяви (TN 25) 


h-century Earth jet 
aircraft: Berengarian dragon-flyers; Vulcan. 
AobmoNA. MODIFIERS: Ве 
account the physical test TN modifiers (с 
As ә rule of thumb, a vehicle 2-3 T 
your home era (or your specialty, whichever is 
+5 TN, опе 
Pushing" your vehicle's c 


sure to take ino 


unfamiliar 


tools away irom 


adds 4 or more TLs away а 


а light canvas propeller plane will be harder to push 
into а high-speed Immelmann turn than a titanium 
alloy fighter jet. Many vehicles suffer environmental 
«їс; the physi- 


degradation in rain, high wind, storn 


cal test той: 


ture may we 
AFFIN 
Repair, Construct, or Engineering tests concerning the 


come into play 
у Vehicle Operation adds а «1 affinity 10 


relevant vehicle, Piloting an aircraft or watercraft gains. 
à +1 affinity from Survival in the relevant environment. 


Астон Time: Variable, depending on vehicle 


speed and other considerations 
Єхтємоєо Test Potentially 
delault a 


TRAITS 


The following two edges may be bought only du 


Famous SHIP 
In your previous career, you h 
famous ship such as the L/5.5. Enterprise, (The fleet 


data section of the ship writeups provide some famous 


ships as examples.) Some of that ship's fame has 


rubbed ой" on y 


EFFECTS: You gain +1 to your Renown. Those who 
have an unfavorable view of your prior ship (Federation 
diplomas, Klingon admirals, etc.) may react negative 
ly toward you, of course 

Upgrade: You may not upgrade this edge for your 
former ship, but you may upgrade your current ships 
fame, See “Famous Ships In Play” ох, this page 
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(Mediate 

《orerery) 

Romelon captain to aid im a rescue mission). At W 

Narrators discretion, the officer might be able 1o add hor © 
‘own Renown modifier о the ship's, whore the two syr- 

thor (“This ls Coptis Kirk, commanding 

Starship Entwpris For example, W Commander 

Solok (Renown 7) is trying to ge! a vital spore. 

Ihe 0.5.5. Appolachio (Re 


(Starship Repair) Crow leaves the ship for 
another base, they may each take o Renows qud 
1o the ship's Renown modifier or, И the Narrator profers 

minimize their commoction, may simply өөй take the 
Famous Ship edge (ago, И need be), 


FAMOUS Ειεετ 
You served with a famous feet during a major fleet 


action of some sort, such as the successful evacuation 


of a planet or a decisive battle of the Dominion Маг. 
EFFECTS: You 


ain +1 to your Renown in general, 
bonus to апу Renown tests 
members of that same fleet, Fleets are too lai 
amorphous ‘or individual actions to affect their 
Renown, so Crew members may continue to serve in 
famous fleets during the series with no further effect on 
their Renown. In such series, those players who do not 
purchase this edge should assume their characters 


“missed the action" for some reason, 


TZ DEFIEER TRAINING 
PREIS ` 
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and le i he Ac ^ mand officer does not actually command the 


h ommand on the bridge 


= SVO Зимни SH 
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NATURAL Navicator: There's the Medusans, and 


then there's you. When the flight control officer 


a Space Science (Astrogation) skill test, add 


4 to the test result 


r 2 Professional Abilities 


SunING SpAcETE: The technical calculation 


warp travel often allow more than one “ideal 


course" to а destination, By intuition or the high- 


est math, the best flight control officers can shave 


time off а trip by setting the perfect course. The 


can attempt a Space Scien 


п) test at TN 10. 


(Astrogati е ships maximu 
+ p 


speed. (For example, for a ship with a maximum 


speed 8, the flight control officer makes the test at 
TN 18) On a success, the ship arrives as И И had 
traveled at that maximum speed for the entire 


This ability allows the flight officer to 
mimic the effect of "pushing the eng 

page 99 of the Star Trek RPG N. 

D 

without actually pushing the engin 
Paenequisttt: Space Science (Astrogation) 6+ or 


Natural Navig 


You с 


Thart А $токмї: After ion storms. plas 
hockwaves, a little 


When the flight 


ἡ subspace 
force 5 hurricane is nothing 


control officer makes any skill test 


vehicle in atmosphere. ignore all penalties for 
weather or visit дивите: Archaic 
Aircraft 3+, Hot Hands, or Atmospheric Craft 
3 Prof кы! 


уүншнмам: A veh the details are 


irrelevant. When the flight control officer makes 
any Operate Vehicle test, he 


Painequisire: Atmospheric Craft and System 


Έταπειεετ ENGINEER 


τι 


Pr 


Fir: Engineers are always eager to tear apart 


w to put it back t 


anything al. Often, this 


teaches them h 


her. When 
acquiring Repair, the engineer leams all skill 


24/7: Starfleet engineers never let up in a crisis- 
a warp core breach doesn't take coffee break 
Starfleet engineers gain a +5 bonus when making 
Punt Turon: Engineers must learn the scientific 


basis of the technologies they design, They auto- 


matically gain one specialty of their ch 


acquiring the Physical Science skill. When per 


forming any Physical Science skill test, they gain a 


Professional Abilit 


Doume Your Esmane: Every once in а while, you 


plete any Kepair test in haf the 
base action time. This includes extended test 


pages 122-123 of 
Trek RPG Narrator 
cle Worker 


Guide. PREREQUISI 


Soup Wormansiir: Measure twice, laser once 


An engineers repairs stay repaired, and patches 


stay patched. The reliability test for any emer 
For exam: 


n 


gency system repair is made at ~5 T 
ple, a "patch" (from Table 7.14 on page 1 
Guide) has a TN 


stay fixed (as И И were a "bypass") rather than the 
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given TN 20. Prerequisite: Fix-it, Repair 6+, or 


System Engineering 6+ 
THEORETICAL Arrucanon: Starfleet engineering, 


cal knowledge. Whenever the engineer makes a 
Repair skill est on a given system, technology, or 


unit, she gains an affinity bonus equal to half her 


п the same system, technology, 


neering sk 


ог unit. Presequistre: Engineering Certification. 
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A Wer Bir Mon 
themselves and their engines, 


: Starfleet engineers can overstrain 


pure personal guts. When spending Courage 
or Re 


5 bonus instead 


enhance an Engineerin air test, they 


receive а the normal «3 
Рикки: Theoretical Application and Sprit of 


the Fleet. 
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Tier | Professional Abilit 


Fine Connor Он 


the ship's weapons during ship 


тє: И the operations off 


Оњ MANACIR: Operations та 


agers allocate 
ship's power, data, and other resources to keep. 


everything fl even keel. At the 


System Ор 
" 


Operation tests made by any Crew member 


| her ship against that mission-critical specialty 


| Susvocattzt Operations officers w 


keep their ning status 
| check 
ble, Th 


ship's systems without paying the nor 


mal TN penalty (see page 6: 


nal Abilities 


ler 2 Prof 


Cross-THAINED: Operations of 


ffcers, going from post 
to post in the course of a career. When perform: 


ing the prolessional skill of another Star 


cer elite profession, t ations officer m 
add his Intellect modifier 


skills 
Prenequisitt: System Pr 


this equates to doubling the modifier. 


Rounded. 


Eves ON THE Волар: A trained 


continuously looks and listens for anomalies and 


patterns in the i 


When making a System Opera 
| ations officer adds her 


Prexequistte: Subvocali 


п Operatios 


PERSONAL BACKUP: A skilled operations manager 
has contingency backup plans ready for almost 
any crisis with the ship's systems. While serving 

on the 


ж operations manager of “mission ops 


bridge, the с 
reliability check for ship systems (including the 


engineers skill tests for transferring power) as a 
System Operation (Mission Ops) or (Operations 


Manager) test at +5 to the original TN, The Crew 


petter of the two results as the test 
Ops Manager. 


may select the 


^bilir 


Extwri us SUPPORT: Operations officers are trained 


o work with other bridge crew seamlessly in cri 


s conditions. An operations officer may treat any 


ler Use, System Operation, or Tactics test 


involving the bridge crew of his ship as а com: 
bined test, whether or not it would ordinarily be 


one, rolling the same test at ΤΝ -5 


the “leader” а +1 bonus for a marginal success, 


dinary success. This ability may only be used once 


Ξταπειεετ Secunity OFFICER 


Tier | Professional Abilities 


Ме, and do not take it needlessly. A Starfleet sec 


rity officer making 
dc 


ability may be 


any stunning or restraining 
dd 


Ur mbat test may 3 to the result: 


picked 
Energy Weapons (Мапа Phaser) tests. 


This а second time for 


Рожи Sty 


: The security officer is a pure devo- 
aikido, brawl. 
dvancing this skill, she increas 


tee of one Unarmed Combat skill 
When 


es her skill level by +2 per pick, but suffers a —4 


penalty to her Unarmed Combat skill when using 


her sty 


Fue Coxtrot Онкаж: As the Operations Officer 
Tier 1 professional ability 


Wearons Sreciaust: The weapons officer special. 


des, εἰς). Ch 


п one set of ships’ weapons (phasers, torpe 


ose which when picking this abil 
ity. When making any System Operation (Tactical) 
се (Weapons) skill test dealing with the chosen 


weapon, the weapons specialist can add +2 to the 
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υπ As the Command О! 


al ability. PasReQuistre: Intellect 


eq lí his Medicine (Psychology) skill level, 


r3 P. 


Detection: Wh 


that entirely c training in the "talking 


15) to form d by ight word. When making а Persuade test, the 
arrator. f Г half the base time 
Rives the play degree of Puma r Language 6 


Although this ability e ip pi Sense Мону: As trained piychologists, Starfleet 
mysterie w n often tell what a speaker's 

the Narrator fright his юз. During an Inquire 
м he counselor can also make а 

bonus to its result from a marginal success on the 

Inquire (Inter T uc 

r an extraordinary success, It 


1 and a -2 penalty for a 
lisa rning a general, emotion, 
al 4, pride) is a TN 15 task 

eming a specific motive (Senator Pardek 
black Я Barrows ар on) isa TN. 

TARFLEET COUNSELOF 0 task. Ринит: Pathos 

Professional A 
зе nal Ability 


Heap WOUNDS: Starile 


Сомкокт: Starfleet coun 
than most what kinds of 


nphasizes head i 


es of mental trauma, Whe 


a First Aid skill test to heal a head crisis. Once per 


her toward greatness. lf successful, the sub. 

PROFESSIONAL DEMEANOR: Starflee ject πι point immedi 
T calo and not bx " sh rage left 

peal Free s do count against the 4 
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selor. PararQursirt: The 


No Burcneny: Although trained with cutting-edge 


Science OFFICERS 
Tier | Professional itle 
су to the 
А Ph ) skill test, add 4 
T 


Prenequistre: Wor 


Stmvocauzen: 


Puenequtsire 
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skills 
Hist 


Pick 5: 


Pick 1 Edge: C 


Skills: с 


ADDITIONAL 
PROFESSIONAL 
PACKAGES 


= CHAPTER THREE 
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ADVANCEMENT 
PACKAGES 


Rather than individually pick advancements to cre- 


ate advanced characters (see page 97 of the Star Tre 
RPG Player's Guide), some players may prefer to sim: 
ply add a given number of advancement oackages to 
their character during character creation ta model an 


officer who has served some time. These writeups 


assume five picks per advancement “tour”; whether a 


tour" is one year or five depends on the Narrators 
sense of historical pacing and on the amount of excite 
ment the 


through. Some ol these write 


player wants his character to have gone 
ips include laws; check 


with your Narrator to make sure that she will allow 
additional flaws at character creation, If not, remove an 
ейде or otherwise lower the value of the package by 
two picks. Only 

(Athletics, 


starship officer. professional. skills 
Energy Weapons, Repair 


Computer Use 


fessional skill common to all branches) are specifically 


priced at one pick per level; all others are priced at two 
skill 


already one of your professional skills, either double 


picks per level. If one of the included here в 
the levels in that skill given by that packa 


another professional skill along, with It 


°, or pick 


Fleer Service 


Each of these advancement packages is based on a 


page 77. These fleets were organized in 2 


эге indicated in parentheses after the description, 


30 Γιεετ ОНР 


ou served as part of the Solar Syste 
nse (015.5. Republic 


final line of 


Professional Skill: Repair (Orbital Defenses) +1 


Pick 1 Skill: Demolitions (Defuse 
Specific World (Earth) +1 


Explosives) +1 
Tacties (Space) +1 


Pick 1 Edge: Contact 
Suit Trained, Zero 


‘Starfleet Command) 


Ж Ally 
Trained 


Sw Fuer ООН 
the capable 
USS Eagk 


you worked closely with 


nd aggressive Andorian Defense Force 


Pick 1 Professional Skill: Survival (Arctic 
Operation (Tactical) +1 


Pick 1 Skill: Chaka Hremdal +1, Language, Andorian 
+1, Specific World (Andria) +1, Tactics (Anti: 
Pracy) 


Pick 1 Edge: Bold, 


Defense Forces) 


Contact OR Ally 


‘Andorian 


7m Ειεετ κο 


You may have been a veteran of Wolf 359, Tibor 


Nebula, or some other great battle; this i 


Feet (015.5 


a legendary 
S. Enterprise; use 


Constitution ог L 
Axanari ОК Romulan OR Klingon as Tactics special 
ties; Intolerant (Klingans or Romulans) as flaw 


Professional Skill: Repair + 


Pick 2 Skills: First Aid +1 Engineering 
ν Tactics (Borg OR Breen OR 


Cardassian OR Dominion) «1 


Famous Fleet, Famous 


Pick 1 Edge: Famous Event 
Ship 

Pick 1 Flaw: Intolerant 

(Obsidian Orcer 


Bin Fleer 
You explored the deep reaches of the Alpha 

Quadrant (U.S $ Farragut; use Language, Orion. 

Pick 1 Professional Skill: Computer Use (Research) 
+1. Energy Weapons (Hand Phaser) +1, System 


Operation (Sensors) +1, Survival (any) +1 
Pick 2 Skills: Archaic Weapons (Any) +1 
Ferengi +1 
Space Science 


Languay 
Social Science (Anthropology) +1 
Stellar Cartography) +1 


@ тн Fleer 


You served in à variety of key tasks and roles in the 


flagship fleet” (0.5.5, Endeavour) 


Professional Skill: System Operation «1 


Pick 1 Ski Craft (any) 
+1, Entertain (any) +1, History (Earth) +1, Negotiate 
E 


Administration (вее 


Pick 1 Edge: Ally, Confident, Cultural Flexibility 


TREE а 


d rimw 


@ eom Fueer 
You patrol 
Klingon frontiers (04.4.5, Yorktown) 


Pick 1 Skill: Observe (Spot) +1 
(Subspace Physics Sclence 
(Astrogation OR saphy OR 

Tactics (Klingon OR Tholian) +1 


Physical Science 


Stellar Сапа 


Astrophysics) +1 


Reaction: +1 Quickness (И Quickness is your favored 
reaction, add System Operation (Flight Control) +1). 
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гёно Ειεετ 

You were on the front line against the Romulans 

and the Borg (015.5. Lexington) 

Pick 1 Professional Skill: Computer Use (Invasion) 
1, System Oper: 


Pick 1 Skill: Language 
Romulan} +1 


Romulan, Tactics 


Pick 1 Edge: Alert, Sense of Di 


Coontz 
۷ 


TION Fueer 


colonies (U.S.S. Potemkin) 


Pick 1 Professional Skill: Repair (any) +1, Survival 
any +1 

Pick 2 Skills: Administration (Logistics) +1, Construct 
any! +1, Life Science (Botany OR Zoology) +1 


EVACUATION Fleer 


You aided in 


sional Skill: 5 
Communications OR Flight с 


Pick 1 Skill: 
1, Medicine (Epidem 


Administration, 


Pick 1 Edge: Ally 
Friend 


Contact, Meticulous, Specie 


Rapo Respon: 


with the most, and didn't wait for red 


Pick 3 Professional Skills: Select three professional 


kilis of your branch or elite profe and add 
1 level in each. You may not selec skill 
Pick 2 Edges: Ally (Admiral Fukazima), Co 
‘Courageous, Famous Event, Great Stamina. 
Pick 1 Flaw: Arrogant, Enemy, Familiar Face 
Intolerant (diplomats), Proud, Reckless 
Optional Promotion Rules 
Among the factors that influence the feel of a series 
is the speed and nature of promotion. Many players 


some rew full of admir be 


icky questions—a Is wil 
hard-pressed to find any plausible adventures to go on! 


For whatever reason, your Narrator may not wish to 


LE LUE ΒΘ 


Rane Renown Reauinto 
Ценев (1.9). re 
me в 
Lieutenant Conmender эши 


Commender m 


[d EJ 
Each successive flog ronk (see Table 6.1) — 10 


run a game (and you may not wish to play in one) in 


h, after two or three episodes at average experi- 


ence levels, everyone can p 


nentlally go up two ranks 
by picking two Promotion edge upgrades. The follow 
nces, and 


ing suite of optional rules alters the circumst 


the speed, of promotions to change the feel of a series. 


Renow 


Based Promotion 


Some Narrators (and players) may pr 


to base 
stion solely on a characters actions during the 


ries, rather than on advancement picks of the 


Promotion edge. They may use this optional rule 
instead. 


The Promc 


edge can no longer be picked after 


er creation ends. In other words, you can buy it 
during character creation (to start out as a lieutenant 


rather than an ensi 


for example), but 


not buy it 
with advancement picks. Promotion now depends 
volely on Renown, which you may "trade in" during, 


ment phase for an increase in rank, as 


меп on Table 3.1 


After “trading in” Renown, you lose any Renown 


expended to purchase a new rank, and continue with 
the remainder, building it up to eventually trade in for 


he next tank, and so forth. This represents the trade 
off inherent in going from “that lieutenant who saved 
the ship” to being just another lieutenant commander, 


xpected to save the ship every now and again. 
For example: Lieutenant Washington has racked up 


15 points of Renown saving the galaxy from giant 


pace amoebas and phasering down Romulan infiltra- 


tors; he trades 12 of them in and gets a well-deserved 


promotion to lieutenant commander, leaving him with 


3 Renown points, and a burning 


4 to go scour the 


quadrant for more evil to thwart 
The Narrator may also require the candidate for pro 


n to pass a successful Renown recognition test 
ee pages 148-149 of the Star Trek RPG Player's Guide) 


with the Personnel Office at Starfleet Command (a TN 
15 Re 


own check) to get а promotion approved. (The 
personnel office can be assumed to have an Intellect of 


for this purpose, giving a +3 bonus on the atribute 


Wi the recognition test fails. the player must wait 
Until his next advancement period to try again. For our 


example: Lieutenant Washingion’s player telis the 


STAR TREK ROLEPLAYING GAME 


„А te Nb 
STARFLEET OPERATIONS MANUAL 


NEW SPECTES 
IN STARFLEET 
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MALE NAMES: 
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nationalists have occasionally joined criminal gangs 


such as the Orion Syndicate—they make 


ood rogues in 


Species ADJUSTMENTS: -1 Strength. «1 Agility 
Bolian muscle fibers are looser than those of most 
humanoid species. due to peculiarities in thei circula. 


tory system. Howew 


rigorous pursuit of team sports 
and better kinesth 


nse keeps them fit and agile 


и 


D Bonus EDGE: ALY 2: The gregarious and sociable 
Bol Every Bolian 
character can begin with two Allies. 


ans are always making friends, 


BONUS Босе: Соомиматов: Bolians naturally excel 


at leading groups. 
бели: ^ Войап gains an additional Courage point 
from any action that risks his life to save that of anoth- 
er. Thus, if a Bolian spends 2 Courage points to div 


into the path of an oncoming mugato and knock his 
captain away, he recovers 3 points when the Narrator 


returns Courage to him. 


Suat GtOUP DYNAMICS: Bolians are natural facili 


tators of small-group dynamics. They receive а +1 
species bonus to tests of all Enterprise skills, and to 
Inquire (Fraternize), and Tactics Small Unit) tests, 


Works Мец. Wire. Ornens: 
Bolian participating in а 


Войзпв also excel at 


being led in groups; сас 


combined test adds a further +1 species bonus to the 


tacks with the Cc 


combined test. Th inator edge 


above; a Bolian leading an all-Bolian team would add 


+3 to combined t 


ts per successful participant 


TABLE BOLIANS 


Vexx, the father of Bolion овйу, carefully negotiated 
the formation of the triportite world government that 
allowed the Bolins to join the Federation. Bolions also 
honor him for his ability to prevent global wor daring 
the crisis with тт. Hit example, ος much ar the bene- 
fits of membership, keeps Boloros IX in the Federetion. 
‘Admiral Toncko led the Federation fleet in the Battle of 
Alphard in 2351. He sacrificed his bodly-demoged flog- 
ship, the 0.5.5. Mizar, te destroy the Tholios flet. His 
work oa fleet tactics aed organization helped transform 
Starfleet strategic doctrine. 


CENTAURANS 


наште Centaurans value peace, beauty, 


thought. and spirituality. They prefer long-term thought 


ard planning, cemered on core moral principles. This 


can make Centaurans somewhat asocial, or even hesi- 
ant to act. 
PHYSICAL DESCRIPTION: Centaurans resemble 


Humans down to the mitochondrial DNA level. 


scans indicate that Centauran and Human 


stocks diverged roughly 400.000 years ago; Centaurans 
weeded 


muy have been on Alpha Centauri by the 


Preservers or a similar species, 


Howe Alpha Centauri IV 


ringed planet orbiting two stars (a yellow dwarf and an 


πιο, а beautiful 


utruRe- Centaurans seek out beauty throughout 
the galaxy: where they find no beauty, they try to make 


some. This attitude spurred the dev 


lopment of Alpha 
Centaurs most famous technological discipline, ter- 


ralorming, and is favorite art form, holography 


rans reat ecologies as art forms, attempting to 
teate harmony and beauty; these skills were crucial to 
the Centauran effort to rebuild Earth after World War II. 
Warp drive inventor Zefram Cochrane moved to Alph 


ıd became a planetary hero ther 


Centauran diplomats aided Earth in unifying its govern 
ments and finally banishing the specter of war from the 
Human home world. Collective memories of shameful 
rights abuses during the terrible Plague Years motivate 
the Centauran people. They have sworn to пе 


er again 


permit themselves to allow the feats of the majority to 


‘override the sacred freedams af the individual. Any deci- 


n that favors expediency over principle will draw spir. 
ited argument from any Centaurans in your midst 


themselves as long-term thinkers, A 


favorite. proverb says. “Worry about tomorrow, and 


today will take care of itself” To embark on a course of 


action without exhaustively exploring all of its possible 


hip, thi 


ns is completely irresponsible. On а star 
habitual hesitation and introspection often 
proves to be 


a Centauran’s worst enemy, Some 


find it difficult to unhesitatingly obey a 


rder. In an emergency situation, even a sliver of 


uran starship officers 


strive mightily to overcome this habit. On the other 


hand, they enjoy = positive image as far-thinking rear 


echelon strategists. 
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LANGUAGES; Centauran Prime, Federation Standard 


Common Names: Common Centauran practice puts the personal name first, fol 


Famuy Names: Aacra, Asephas, Нино, Bscar, Kavic, Laikan, Мути 
Palmer, Skaela 


MAL Names: Abar, Gan, lem, Nautan, Severin, Vax, Zeiram. 


FEMALE NAMES: Arinda, Dana, Hesta, Хаас Kotel, Кий, Shayna, 


FAVORED PROFESSION, Almost any. Like ther Human cousins, Centaurans 
I a dizzying variety of roles within Starfleet, They avoid the careers of rogues and 
however, Centauran culture greatly rewards scientists. and mystics, and 


Species ADJUSTMENTS) +1 Presence, Centaurans tend to с attractive than average ans, possihl 


inima. T сайт also tends to impress other 
Species Авит 


CENTERED: Centaurans pet a of heir Human heritage 


киі Focus: Annstic: Trained and nurtured in aesthetics from childhood, Centaurane get a + | species bonus te 
all Craft and Entertain skill te 


NOTABLE CENTAURANS 


[o 
‘ended the devastating Plague Years, used hor sentits 
Гоно о build o lasting peace for her planet, serving e» 
the first Sproker of Из first global Parliament. She ie 


holoplays ond paintings than eny other, even alter 
almost five centuries. 

Coploin Gon Laikan, whose 0.85, Asimo 

more Closs-M planets thon any other starship in the 
‘23rd century later served os Federation President ond 
on the Supreme Court, Statesman, starship commander, 
and sdentit，he remains ө role model for many 
Conteuran Sierfleet officers. 
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D€LTANS 


Ревзондите Among themselves, Deltans are relaxed, comíortable, sensual and receptive to each others’ 
interests, needs, and emotional states. Non-Deltans do not always react well or predictably to a constant bath of 


physical and emotional support; among outworlders. Deltans can be 


fly formal until they form close friendships. 


PHYSICAL DESCRIPTION: Deltans have no surface hair except for eyebrows, lashes, and (occasionally) a very 
thin layer of soft dow 


long arms and legs. Other than this, they closely resemble Humans or Betazoids. Deltans 


are, on the average. slightly slimmer than Hu 


ης, and their cheekbones, eye shapes, and jawlines are slightly more 


symmetrical. Humans (and тапу other humanoid species) often find Deltans quite attractive 


Homeworto: Delta IV 


nents and lush tropical islan 


blue-white star in the Beta Quadrant. A world of small, forested conti: 
venly spaced in a warm ocean. i 


* large moons create complex, unstable tides. 


CULTURE Delta IV's unpredictable tides and otherw 


Жору combined to create a culture at once 
polyglot and unified; although many mictocultures evolved on the planet's myriad islands, they could 


isolated long enough te 


velop either senaph devastating с 


ltural advantages. To avoid inbreeding, the 
Island-bound Deltans also devel 


а very open sexual culture; stranded mariners were often adopted into large 
м together by ties of 
armed 10 get along with each other by 
ssity; with a nurturing plan 


group amours to blend genes more effectively. Brouy 


and а low species birthrate, wai 


омет resources were almost unknown, 


Delans were also pushed in the direction of cultural 


ity by their genetic predisposition toward empathy and 


lities; their ability to feel each others’ pain 
soon made war, and 


а serious emotionally-scarting, 


argument, unthinkably impolite, Unlike other psic 
races, Deltans' strong pheromones made them physically 


le ко hide thelr emotions; the smell gave them. 


way every time. Their culture evolved toward a glob- 
al ideal of supp 


ive, nurturing behavior based on 
time-honored Deltan sexual openness and a deep: 
dse 


pecies and personal security that not 


си encounters with the Andor 


ms (and eventu 
ally the other starfaring cultures of the Beta Quadrant) 
could shake. Their sole concession to a dangerous galaxy 
was the adopt 


on of an Oath of Celibacy out of necessity (and 
politeness) when dealing with less sexually-matu 


LANGUAGES: Deltan, Federation Standard 


Common Names: Deltans use a si 


name, telling indi 


MALE NAMES: Dro, Gemkon, Kili, Lo 
Raen, Rro. 


Muren, Niro, 


Femaue Names: Alia, Elen, 
tren, Ша, Inala, Ogron, 
Oona, Umia. 


Ni Starship coun 
ical officer, or flight control officer. Deltans also make 
lent diplomats or scientists especially in linguis 
fics, biology, or planetology), The major Deltan religion 
as a strong mystical component, often tied to sexual 


meditation, empathy, or healing, 


BONUS EDGE; Psiontc: Del 
automatically possess. the 
edge (see Star Trek RPG Plo 


[T 
can treat that skill às a professional skill fe 


hans gain Empathy 2 at no cost and 


poses of skill selection and advancer 
With Empathy 4+ can take the skill Mind Meld an 


Js the Vulcan species ability 


NAVIGATIONAL SENSE: Dellans have a knack for nav 
Igating, especially by stars and tides, They receive а 
Survival (Water Navigation) test, an 
bonus to all Space Science (Astroga 


Operation (Navigation) tests, Although m 
Deltans possess the Sense of Direction е 


PAIN. REDUCTION: The Deltan | 


hnique of pain 
ease the pain 
and trauma from wounds or disease. Treat this abil 


as а skill starting at level 1. which 


advanced as à professional skill 
The Deltan character must be able 
get with the bare skin, Pa 
action, The character make 
ү: the target may choo 
Mind Sh 


and adds her Psionic modit 
10 oppose this test with his Willpower 
although this rarely happens —Deltan empaths selek 
offer pain reduction to the unwilling, If the character 
succeeds, the wound or other trauma affects the target 

wound level less; a Wa d рег 
form tests only at the Injured penalty, for example The 
п and any furthe 


wounds themselves are still present 


injury restores the target to true" wound leve 


with full penalties. Deltans cannot perform Pain 


Reduction upon themselv 


PHEROMONES: Deltans continuously emit 
потопе with a broad enough spectrum to 
л most humanoid races. This grants them а +1 
species bonus to Influence (Charm) tests and a +3 
onus to Influence (Seduce) tests. Seducing 

a member of a less sexually-mature cul 

ture can be dangerous, however; an 
extraordinary success on the test 
gives such a victim an 
Addiction las the flaw) which 

may manifest as obsession, 
stalking, kidnapping, murdersui 
cide. or other breaches of ethics, The 
Deltan Outh of Celibacy exists to prevent 


NOTABLE DELTANS 


Whe, the navigator on the first voyage of the refit 
USS. Enterprise, bad also worked closely with ú 
Starfleet teams ossigaed le Dello IV alter the Deltom 
become full members of the Federation in 2259, She 
formed o strong attachment to Captain Willord Deck 
with whom she wes reported “missing in action" of 
the Enterprise encountered the V'Ger probe in 2271 
Her example further cemented Delton-Humen friend: 
ship. 

Nir, the Delton sage who guided the plene! through 
Из tmoltoows decodes trom first contact with the 
‘Anderions in 1183 10 Federation membership, devel 
oped the Ooth of Celbory ond wrote much of the 
Delen’ modernized legal code. Не we it 
poet ond sexeel artist. 
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GRAZERITES 


Languages: Grazerite, Federation Standard 

Common NAMES: Grazerites combine their given 
individual names with the names of their upsols to 
form а single, hyphenated пате 
Шо: Names: 


Серие Inyo. 


Algor Bentor 


MALE NAMES: Dalig, Пази Jaresh, 
lobid, Uljet 


мл Маме 
пад, Lirix, Одер, 
Favomen PROFESSION, 
Engineering tempts most Crazerites 
Who serve in Starfleet, although many also 


even security officers; Outside Starfleet 


Grazerites often pursue diplomatic career 


Specie 


deeply imbued sense of calm helps other 


ADJUSTMENTS: «1 Presence, Grazerite 
to become 
calm, relayed, and trusting in their presence 


Species Animes; 


оси: Exerrnionat 
killed 
through lengthy periods of detailed meditation 


Bonus CONCENTRATION: 


Grazeriles. are at. maintaining their. foc 


Bonus Epor: THICK Skul: 
herbivores, this edg 


Descended from 
horn h the literal truth for 


Неко Ройс: Grazerites 


мо masters of group 

and sensitive to shilts In 

group opinion, Crazerites get à (1 species bonus па 

any Negotiate or Persuade test involvin) 

They 

pelal Science (Anthropology) and Social 
Political Science) test 


m 
sentient. being: also receive à +1 species 
bonus to 


Hive: Grazorites’ thick kin. deflects 
points of kinetic, fire, 
attack 


although see Thick Skull, above), 


or cpmosion damage рег 
It does not affect their resistance to stun 
sonics, or other 


t 


Horns: Grazerite horns do 146 + Strength modifier 
buning damage in unarmed combat, АЙ Grazerites 
begin with +) kil level ir palava, me traditional 
Grazerite unarmed combat method, centering on 
Ihe use of horns to smash one's opponent ова! 


ance. H descends from the primitive contests 


Grazerite males used to fight for acmis- 
and lesdership of, the урна! 

ite athletic 
sport, similar to Earth wrestling; И Б an 
Unarmed Combat skill 
Strength rather than Agility 


Pilava exists solely as а Graz 


NOTABLE BRAZERITES 


Ambassober доге Vacco W on the 
Federation Сот for 22 years, ond was elected 
Presi Mon їп 2371. His deep ond obid- 
ing сокет. for. consensvs, inividval rights, und 
democrory helped. him resist Й-офинед emergency 


erite psychologist Dolig-Bentor heads up the 
counselor program e! Starfleet Academ. His pioneering 
work inthe connec 
psychology have overturned 

of the galaxy. 
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REGULAN NAMES: Amon, P'kyrr 


FAvoRep PROFESSION: Starship officer, espe- 


clally security and communications work, Many 


Regulans also enjoy the challenge of science, reveling 
in the hunt for new information and knowledge. 
Regulans also work well in intelligence branches. 


Except for commando units, Regulans make only fair 


soldiers. Regulan culture has its share oí mystics, since 
individua: communion with the divine is a key tenet of 


Regulan belie 


Species ADJUSTMENTS; +1 Agility, 42 
Perception, -1 Vitality, Although they retain much oí the 
sprightliness and keen senses of thelr hunting ancestors, 
their tricky metabolism and relatively light build lessens 
their abiliy to take continuous punishment 


Species Asume 


D BONUS Ерек: монт Vision: Regulan eyes are opti 
mi п, thanks to thelr 


WibI-SPECTRUM. HEARING: Although not as sharp 


as Vulcan hearing. Ri 


ultrasonic and subsonic frequencies, They also have 


excellent sound discrimination abilities, and get a 


4 species bonus to all Observe (Listen) tests when 


attempting to tell sounds apart from each other 


NOTABLE RESULANS 


cations officers onto front-ine storships. Me 
later served os Regulan ambassadors 
they first visited as shipbeord 
J| remained a streng supporter of Starile 
his later years on the Federation Council. 

M'merr is 15 Lyndin’ best-known archaselogist, ond 
famous in Federation historical drdes for her vnorth 
dox theories ond for her absolute fearlessness in 
ing down proof of some ancient culture or bizarre leg- 
end. She specializes in new discoveries, often handin 
off immense finds to junior scholars for catologing ond 
publication. 
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TELLARITES 


ENGINEERING TRAINING: Every Tellarite receives 
Tellarites love all thi hanical and int intensive training in engineering at all levels of 
they also find them - lan acter at the begin. 
science officers (especially physicist "i lay receives +2 levels in any 
chemists, and practit 
hard" sciences! or op 
cers (transporter chiefs 
Evt-HAND. COORDINATION 


Tellarite brain-eye stru 


Tellarites 
chants and scientists (again, pri 
marily in hard sciences and math he slightly highe 
ematics). Tellarites who don't line and acetylcholine produc 
that they tit ion of the Tellatite limbic sy 
fem, both contribute to better 
hinav reflexes, Tellarite 


Species A enr м INFRARED VISION: Tellarite into he 
Presence, Physically sturdy, Tellantes coni w infrared. They suffer no penalties for seeing warm. 
veces! ileal οἱ beauty. and their abr i ест (such as mont humanoids) in the darkne 


ties don't help. 
Species As 


BONUS EDGE GREAT Stamina: Ihe 


BONUS EDGE: Skut Focus (CRAFTSMAN): Tellarite 
have fal affinity with building and repairing 
depth, and densi 


NOTABLE TELLARITES 


Tornos, the political scientist and diplomat who helped 
ай the Federation Constitution in 2160, also helped 
ity it ов Ыз homeworld. His debating skills remain 
the stuff of Telit toll tales ond children's stores ie 
this doy, and his absolute ond unflinching personal 
Integrity continues o Inspire even adult Telorites of all 
types. 
Gear begen his career es a spoceliome designer, ond 
wally became heod of Storfleet's spoce деда 
team efter Telar joined the Federation. Frustrated at 
the weaknesses of conventional metals, he eventually 
led the team that first refined duranlem from pollriem. 
Since Tellrite companies owned almost oll the pollari- 
wm mines in the quodrant, he aiso mode Tebar 
immensely wealthy. Engineer, motelurgis and finon- 
der, he typifies te Tellarite dream. 
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TIBURONESE 


dedicated, single 


from reddish tan to 
pave large, 
the neck 


Home 


cal, another Class-M planet in the 


Matt NAMES: 


FEMALE Names: 
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Species ADJUSTMENTS: Presence 


Самик ти 


TreHNOLOGICALLY ADEPT: As th 


NOTABLE TIBURONESE 
Alari, the Tburonese courtesan who seduced the Ucal 
High Sozeroin in 1154, began Не Grand Subversion 
thot transformed Tiburon trom on occupied planei into 
the source of all cultural trends for the system. Hor pre- 


Mis scientific principles led to the to the development of 
the orgone re-osallater the key device at the center of 
Tibvronese energetic biophysics. 
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ZALDANS 


Personaur 


PHYSICAL DESCRIPTION: Z. 
fat, The average Zaldan is taller 
kin 


Мали NAMES: D. 
Кош 


FEMALE NAME 
Опан 


FavoReD PROFESSION: Any command position. 
Zaldans love the independence and opportunities that 
command brings, and their tribal nature makes th 
surprisingly effective and supportive subordinates 
once their confidence is won Zaldans also make 
excellent science officers and explorers. 

Zaldans make very poor starship coun- 

selors, and few of them serve as medical 


officers, either, 


Species ADJUSTMENTS 
+1 Strength, +2 Vitality, -3 
Presence. Toughened by their 
harsh world, Zaldan strength unlortu: 
nately also shows up in their intense 
personalities, Zaldans manage и 
offend even more species than 
Tellarites or Vulcans, no mean feat 

Species Asume 

BONUS EDGt: Баник MITAROUSME Zaldan bio- 
chemistry Is highly efficient. since И evolved to 


digest the incredibly dangerous. and often toxic 
Zaldan kelp. 


BONUS EpcE UNVIELDING: Zaldan culture and 


sociobiplogy both encourage firmness 


NOTABLE ИШ 


Caprin Rondon curretly commends the 


and dever offic, he wisely keeps o Vulcan onthropot 
gis! end a Венай historian ea his stoff te handle 
first coatoct missions. Rondon takes o strong interest 
in Starfleet Acedemy, ond often serves om entran 
examination panels. 

Ambassador Semton isthe Zelden representative on 
the Federation Cooncl, ond almost the only Zaldon 
diplomat as such in the Galaxy. Semton has manage, 

— offend Regent Cezar of the 

mel Senators, amd the Pohled omber 
sede. This is why Zeldons эзөөйү ese Valcan consuls 
lor their diplomatic dealings with otber words, teling 
them “Your cowerdly willingness to disguise yoor ewe- 
tions wil serve our world's. река needs.” The 
Vulcans, of courte, take no offense 


Соц» RESISTANCE: The ку Zaldan climate and 
ins give Zaldans +4 to any Stamina test against 
They also take two rounds, rather than one, to. 

suffer the loss of a full Wound Level when exposed 


HIGH LUNG CAPACHY: Although not 
water-breathers, Zaldans evolved the ability 
to remain underwater for extended periods 
of time. A Zaldan can hold his breath for i 
teen minutes over and above the amount 
conferred by his Stamina. After 
that time has elapsed, Ве must 

make а successful Stamina re 
tion test every minute (rather that 
every roundi or suffer the effects. of 
drowning, asphysiation, etc. See page 228 of 
the Star Trek RPG Narrators Сапе for Stamina. 
test TNs and other details of the drowning and 


asphyxiatian rule 
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from rooting, out 
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mwBT RULES 
This box gives the specific roles mechanisms for obtaining specialized equipment during the gome. Unless the Narrator (or 
u superior officer) says зо, always assume that your character can bring a communicator ond PADD on а mission. (ln the 23rd 
century, electronic dipboards are too bulky ἔοι landing parties ie make o habit of carrying them.) Science officers con almost 
always bring в triorder. Except on diplomatic missions end the like, mest ewey teams ore issved Type | phasors. Crew mem- 
bers who loudly object to standard issue, or continvousiy demand more equipment, may well receive fewer Renown points 
{for ову given mission—Starfeet doesn't ike whiners, even technophile whiners. 


То analyze a mission for its equipment requirements is on Administration (Starship) test αἱ TN 15. For military missions, 
Tactics (Ground) or (Small Unit) con substitute for Administration. Should a Crew officer successfully make such on analysis 
demonstrating the need for more equipment, they may well be issued it. (Depending on the series, this moy toke а roleployed 
session with the first officer — possibly involving e Perssade test or two—or a Persuade test on the Narrator!) 


The rudes that ен are ler s series with ether e grior or more sweshheciing ев they model the violation of Starfleet 
regulations, ond may not be suitable for oll series. Consult your Nerrator before using ony οἱ them. 


То scrounge equipment may oke o few Influence or Perssode tests on fellow shipmates. Otherwise, oa a peacetime starship, on 
uncommon quantity of equipment just sits openly in storage lockers. To find à takes an Investigate (Inspect) test or an Observe 
(Spot) test in the right reo el TN 13. [As а genera role, that TH increases by +3 for а starship daring wartime, +5 lor a ship on 
yellow alert, ond another +5 for a ship on red alert; ell increases ore cumlative.) Altering inventory records to obtain (or replace) 
equipment is o Computer Use (игез) test, also at TN 15 (+5 TN for ormery records). Hiding minor contraband (such es o gill 
mask, or some latinum) in your quarters is a Conceal (Cache) test at ΤΝ 10 — bot con be opposed by on inspector's Observe (Spot) 
or Investigate (Inspect) test! Hiding drugs ог energy weapons is o posishoble offense; И should never be done lightly, os routine 
Intern security scams may detect these Items while running "intreder dil" or эн. Table 5.1 gives average prices in cred- 
its for goods bought on shore leave from Federation member planets. Prices go p in frontier sectors, on technologicoly-bockward 
worlds, or in areas where wars ог cltrol eddies create cal shortoges. la soch orees the credit may not buy os muck; the stan- 
dard rote οἱ exchonge with gold-pressed latinum appears inthe box on poge 62. 


Contacting tbe black morket on most words is Streetwise sk rest ot TH 10, although а Specific World knowledge test or 
ө Socal Science (Criminology or Sedilogy) test at ΤΝ 20 might provide similar information. Gaining the confidence of a con- 
nection may take Persuade, Infloence, or even Иврегзовате tests. Turning credits into latinam con be done at ony number of 
tourist traps land other, seeir places on othe, seedie planets); the bloch market will also esually change Federation cred- 
its for latinum or the lacal currency at a 10-60% (roll 146 x 10%) morkep. As а rule of thumb, starship officers con draw 
their Promotion volve times 2,000 in credits өз “petty cesh” without any qvestions. Drawing more requires an Administration 
(Federation) test ot ΤΝ 15. Untortunetely, black market prices cas be 20-120% (246 x 10%] higher thon list price, depend- 
ag on the local government, economy, ond tech level. Coscedling “scrounged” equipment or bleck-morke! transactions in your 
final report is an Administration (Starfleet) test, opposed by the reader's Investigate or Administration skills. 


N 


Gally sored in quarters against future emergencies 
SSCROUNGING Starfleet also has few regulations governing shore l 

But if you dont have fime to go to the end of the if the ship makes planefall on a civilized world with 

laxy, and the fint officer still doesn’t see things your — plentiful replicators or a thriving bazaar, you can simply 
way, there's always scrounging. Fair warning this simply buy a lot of equipment as “souvenirs” with no questions 
does not work on tightly-run, well-disciplined ships- asked by anyone. The bottom line, of course, is whether 
Captain jellico for example, transiers -scroungers 10 your mission succeeded or not. If it did. then the first 
planetside duty after a summary hearing (And theyre tay overlook any minor tweaks to the equip: 
always cold planets, too.) But other captains run their 9 that show up. 


hdlnb NOISSI 


ships in other fashions anally, a piece об equip: 
gineering locker or 

а friend might loan out something she has been issued 

for her own mission. Even with isolinear computers, not a e, many planets 

every hyperspanner and ampule get tracked from mis- primitive worlds, and those outside Feder, 

sion to mission; some equipment simply gets "unoffi- — have a flourishing black market. Buying on the black 
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always takes latinum: 


е! be traced. Buying on the black 


SPECIFICATIONS: 6 1 2 5 x 
DiscurrtoN:: Primarily ur 


grenades 5 cm; mass 0.03 kg 


sweet li «d aboard 23rd-century 


with the ship's computer or communications system 


hout disturbing nearby р device fits 


» the ear, with a m 
user А bc 


iature speaker broadcasting 


е conduction microphone 


alizations to the starships 


1/5 latinum strip 
1/100 latinum bor 


uncovered the ring of Orion pirates and their supply c 


PRICA (CRIDAS) 
PERSONAL EQUIPMENT 
Earpiece пени 125 
injectable translater m 
Flight vest 4.000 
Rodel boots 1500 vell 
Univers translator 500 
ИТЕЛ 
Anabolic protoploser, basic 750 
Anabolic preteplaser, sergicel 900 
Drag ompule 1040 
nergy scalpel w 
Medical comer. 100 
ГЕ 100,000 (block market on] 
Paythotricorder 5,000 
Stasis bochard ax 
минин Еошиект 
Antigravity ftr. 1». 
Polaron probe 625 
- 
400 
SECURITY ако ΣΦΕΥΕΝΙΑΚΕΙ Eouiraunt 
Comoutlage holagenerotor 9,000 
е - 
rator, 12,000 
1400 
Wiarons 
Holdout phaser 3,000 (Med тийн osiy)” 
Isomogntic нини 10,000 (black тейи ону)" 
Photon grenade 1,000 (Мей markt ену)" 
Photon mortar 40,000 (back marie! only) 
Ston grenade 500 (block markat only)" 
Tetryon pale launcher 50,000 (Med market only)" 


“Excluding Starfleet, which moy moke this equipment available to officers on a per-nisson, as-needed basis. 
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TEAM MEMBER. THE CONTEO PANEL ΑΠ CENTURY TRICORDER READS AS FUL- 
haim тошт MODE INDICATOR 

7/77 ми FONCTION CINTRO сите. 

INTERNAL AND EXTERNAL SWITCHES. "T SETS THE TRICORDER TO RECEVE DATA 


‘FROM (Tš OWN ONBOARD SENSORS; “E SLAVES IT TO ANOTHER SENSOR OR COM- 
PUTER SUCH AS A PROBE, 1 DRONE, OR A STARS ANY COMPUTER USE TT MADE 
Fa 


EN —— 


oP AY CY DISPLAYS ANY AUDIOVISUAL DATA, | 
LIBRARY DATA OR SENSOR DATA, ED IN OR RECEWED BY TIE πα ® 


Pu ql 
eD ЕН 
= 


(OPERATION ТЕСЕ) TEST (TH 5) T BE ЕНДЕП ТО PE 


ТЕ STARRED ONES ( MORE РАСТ (+2 ОТО. 


її UT THE "A FUNCTION DIRECTS THE UNIT ТО STORE DATA IN ΠΣ MAIN MEMORY; "^ DIRECTS Π TO STORE DATA ON ONE OF TWO REMOVABLE S 
LINEAR CHIP. 
THESE SWITCHES DRECT THE UNIT TO PERFORM GEOLOGICAL, METEOROLOGICAL, OR BELDGICAL (LIFE-FORM) SCANS. WHEN USED WITH THREE 
‘MACENT BUTTONS, THE UNIT CAN CONTROL AND RECEIVE DATA FROM UP TO 77 REMOTE INFORMATION SOURCES. USING BINT-IN STANDARD SENSORS, TME [T 
ТЕЕ CAN PERFORM THE FOLLOWING BASIC SCANS: 
ΕΠΕ THE NUMBER, DRIER (MAN REPTILA, ENERGY BENG), AND POSTION OF ALL LIFE RR OF A GIVEN SE WITH ПЗ LONG 
RANGE (2 M. Tü 8 A SISTEM OPERATION GENS) OR LFE SCIENCES (ВВТ TEST (TN 10). ТЕ TRICORDER CAN ALS TRAC INDVIDUAL LIFE FIRMS AT 
I RANGE (TN 15). TRESE, IND ALL TESTS, ARE STILL AFFECTED BY STANDARD RANGE MODIFIERS, ΒΠ ИП SCIENCE SL TEST USING A TRCIRUER В STUL AT +5. 
ЖЕЛ} THE SPEAR SPECIES (F KNOWN TO TS DATABANK) DF ANY LIFE НЕМ WITHIN SNOET RANGE (ZS M), WITH TESTS AS ABOVE ПИ 
18. таз SCAN ALSA GAVES GENERAL MEDICAL INFOEMATION ABOUT THE BE S LFE SENS ИТА A SYSTEM OPERATION (MEDICAL) OR MEDICINE TEST (TN 10). 


BETET, LOCATE, AND MAPS LARGE CAVES, SERFCANT MINERAL БЕНИ, AND IMPORTANT GEOLOGICAL FEATURES SUCH AS FAULT 
LINES WT A SYSTEM OPERATION (SENSOR) OR PLANETARY SCIENCE (БЕШТ, MINERALOGY, OR VULCANOLOGY) TEST (TN 10). THIS SCAN ALSO DETEIMINES THE 
ийй CHEMICAL COMPOSITION OF ANY SUBSTANCE WITHIN BANGE WITH A SYSTEM OPERATION (221000) DA PHYSICAL SCIENCE (CHEMISTRY) TEST (TN 10). IT 
CM ALSO TRACK LARGE CONCENTRATIONS (10 KG 11 MORE) OF A DESIRED SUBSTANCE WITH A SYSTEM OPERATION (ТИИП, PHYSICAL SCIENCE (CHEMISTRY) 
OR PLANETARY SCIENCE (GEDLOGY, METALLURGY) ТЕТ (TN 10). 
DETECTS, LOCATE, ANO MAPS SMALL CAVES ΝΒ CONCEALED FEATURES SUCH AS UNDERGROUND WATER OR SMALL MINERAL CACHES, 
ТШЕ SAL CONCENTRATIONS (10 6 OR MORE) DF DESIRED SUBSTANCES, AND ANALYZE EXACT CIEMICAL COMPOSITIONS: ALL WITH TESTS AS ABOVE. 
ANALYTES LOCAL WEATHER PATTERNS, CAECIS ATMOSPHERIC SAFETY PREDICTS THE WEATHER UP TO 20 HOURS IN ADVANCE, AND 
DETECT UNUSUAL PHENOMENA SUCH AS IONIC INTERFERENCE WITH A SYSTEM OPERATION (SENSOR) OR PLANETARY SCIENCE (METEDRLOGY) TEST (TN 1). USING 
T METEOROLOGICAL SYSTERS ON иск ADOS + 2 TO ANY RELEVANT SURVIVAL TEST MADE TAAT DAY. ТЕЗ SETTING ALSO REVEALS THE MAGNITUDE, TYPE, 
MIB LOCATION OF ANY LARGE ENERGY SOURCES ИТИН ITS RANGE (SUCH AS SHUTTLECRAFT ENGINES, CAMPIRES, OR RADDACTIVE METALS) WITI А SYSTEM 
калин (SENSOR) OR МҮБЕМ SCIENCE (PAKS) TEST (TN 10). TRICORDERS CANNOT DETECT NEUTRONS OR SUBSPACE ANOMALIES WITHOUT SPECIALIZED 
σα. SCAN OR SENSOR TUS ARE + 10 IN THE PRESENCE OF TORON RADATION. 
ANALYZES THE SPECIFIC COMPOSITION OF THE LOCAL ATMOSPHERE, DETECTS AND LOCATE! SMALL ENERGY SOURCES (BUCH AS 
тити си OR A CONCEALED PHASER) ИТИН SHORT RANGE: AGAI WITH TESTS AS ABOVE. 
THEE ний SWITCHES GOVERN COMMUNICATION WTM OTHER DEVICES. "ACCEPT" ALLOWS THE ТЕСИ TO RECEIVE REMOT: INFORMA- 
ТЮ, "PH ИТИИ ПИТА OTHER DEVE: "NTERSHP” UNK П WTH A S'S COMPUTER: ᾿ΒΟΝΒΕΙ LINKS IT MITH OTHER TRICORDERS IN RANGE. 
THE SYSTEMS PRIMARILY AID IN USNS TRCIRIGS AS COMPUTERS. POOLED TRICORDERS ALLOW MORE COMPLEX PROGRAMMING WITI COMPUTER USE 
PROGRAMMING) TESTS; TW TRICORDERS CAN SUPPORT AN AVERAGE (TN 11) PROGRAM, FOUR CAN SUPPORT A CHALLENGING (TN) 15) ONE, БЕТ CAN SUPPORT 
 ABERCULT (TN σα στ CAN CONTACT А STARSHIP UP ТО 80,000 КИ AWAY, OR ANOTHER TROIS OR CON- 
мил UP TD 500 КМ ANA 


ΤΗΣ EMERGENCY TRANSMISSION BUTTON ΜΗΒΙΛΤΕΥ SENDS ALL OF ITS STORED DATA ТО A DESIGNATED RECEIVER (USUALLY THE STARSHIP), 
ENCRYPTED AT BURST SPEED. DUMPING AN ENTIRELY FULL TRICDRDER TAKES 10 MINUTER; EMERGENCY TRANSMISSION SHUTS DOWN ALL OTHER FUNCTIONS. 
WIFËEPTIG А BURST TRANSMISSION МОТ INTENDED FIR YOU В А CHALLENGING SYSTEM OPERATION (COMMUNICATIONS) TEST (TH 15); DECKYPTING IT 
(SA DIFFICULT COMPUTER USE (ENCRYPTION) TEST (TN 20) WITHOUT SPECIALIZED CODE CRACKING SOFTWARE. 

сс ТАЗ ALLOWS THE TRICORDER TO RECORD, PLAY BACK, AND EDIT ANY AUDIOVISUAL (OR OTHER SENSORY) RECORDINGS MADE BY THE UNT. MAKING 
A BASIC RECORDING 5 A ROUTINE SYSTEM OPERATION (TRICORDER) TEST (TN 10), ALTERING, FAKING ETING, 08 ENHANCING (T, OR INCLUDING NOW-AV DATA 
(WAKES П MORE CHALLENGING ( + 3 TÜ +7 TN). A TRICORJER CAN STORE UP ἢ 2.000 HOURS OF HIGS-DENSITY RECORDING IN [ΠΣ INTERNAL MEMORY. 

ТЕ TOUCH PAD CAN BE CALIBRATED ТО A SINGLE USES UNIQUE BIDELECTRIC “SIGNATURE,” PREVENTING OTHERS FROM USING THE TRICORDER 08 ACCESS- 
ЖЕТ} DATA. CIRCUMVENTING THE ID FEATURE IS A REPAIR (TRICORDER) 08 COMPUTER USE (INTRUSION) TEST (TN 20), OR A FORGERY (IDENTIFICATION) 
TET (W15). 
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actually making an external incision. In the 24th cen. 
jury, the Ὁ 


types into one 


phase energy scalpel combines the two 


multi-tool, Energy scalpels can cut 


flesh, bone, wood, and most organic composites and 


plastics, but not metal, crystal, hard rock, or other 


ugh materials. 
Ruus: A 
Medicine (Surgery) test 


N 15) to correctly use an ener 
ку scalpel, L 


be done at closer than point blank range (В cm); it does 


1d6 
DuwanowENEmcv 


damage per round of continuc 


Medical S 


оввситтюнг A small, portable device for obtaining, 


immediate medical readings, medical scanners 


reached the height of utility in the 23rd century, Some 


24th-century doctors continue to use them, but most 


though bulkier) medical ticorder A medical scanner 
s fum 
blood 


tion is displayed on а series of six readouts on the bot 
tom af the cylindrical device 
Ruus: Using 


a medical scanner takes 1 round. anc 


require further Medicine tests against specific special. 


pending, on the patient's conditi 


DuwAnowENERcw 100 hour 


ral Neutralize 


SPECIFICATIONS: meter 


DESCRIPTION: Dr. Simon van Gelder invented the neu 


memories, and remove violent tendencies, in the insane 


The device consists of a chair with a moveable headset 


puter, and a sophisticated control panel. Using extreme 


у complex biofeedback software, imaging technolo 


and sonic stimuli, the neural neutralizer scans and alter 


eating post-traumatic stress ¿nd other disorder 


ome ships, but 24th-century Starfleet practice dep 


primarily on personal therapy from the ship's counselor 


ogy in the 23rd century to use as a “mind-sifter” or 
mind-ripper for interrogation and torture of suspected. 


rebels or spies, but following the Khitomer Accords, it 


lishonorahle. Starfleet 


has rejected such methods as 
Intelligence believe 
neural neutralizer technology in this way; Cardassian 
torturers, with more limited technological options, seem 
prefer the personal touch, 
Ruus: Using a 
requires a Medicine (Psychol 


century Klingon or 


neutralizer 
TN 15), (23rd 
2ath-century Romulan interrog: 


tors use an Indoctrinate (Neural Neutralizer) test, also 
TN 15) A failure knocks th 


complete failure removes 1d6 points of Intellect for the 


patient unconscious; а 
next week. (If temporary Int drops to 0, or or a disas- 
of Intellect 


trous fai ure, the patient loses 1d6 point 


tions, thoughts, and memories with a second test, the 


equivalent of a psionic test, The operator makes th 
second psionic-equivalent lest as if using, the Empathy 
or Telepathy skill at а level of 1, plus the amount by 
which the user made his original skill test, or the Mind 
Control skill at 1 plus half hat level (rounding down 
tacks with any 


That skill-equivalent actual psionic 


kills the user possesses, o! à psion working with the 


neural reutralizer’s operalor can receive the same 


bonus to use his own skills on the patient, The patient 
ural Neutralizer test and 


the psionic-equivalent test a 


using eier her Willpower reaction or Mind Shield 


skill. A patient using Mind Shield successfully can 


ries," and does not take any Intellect damage from the 
user's failures 


ο The Klingon torturer Klesh has Indoctrinate 


Neural Neutralizer) +5 and an Int of 12 (43 modifier 


He rolls two dice for an B; his total roll is that 8, 45 for 


skill, +2 for the specialty, +3 for his attribute, for a total 


of 18, Since that’s 3 above the TN, he would be able to 
make t to instill cowardice in Commander 


Decker 


mind for m 


a psionic te 


f his Empathy skill were 44, to read his 


ary information as if his Telepathy skill 


Were +4, or even attempt to convince her ta murder 


her captzin as if his Mind Control skill were 42. (As an 
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SMM Ki wp 


These are some further medications used by Starfleet doctors in medical kits and starship sickboys. The ΤΝ inthe tet 


is the TH ol 


First Aid of Medicine skill test needed to correctly set and administer the proper dosoge with t yposproy. 


Removes negative effects of en allergy 
Removes ection penales tom Dazed or Injured patients; does not 
йе coal Woved Level 

Anestbetzes cranial nerves fer power 3 Stun etfe 
‘on the desage covses вена! omoge (-146 to И 
disastrous fore mokes this domoge permanent 
Stinslon Confers +3 to Willpower reaction test vs. soporifics, hypo 


complete failure 
dlect for 196 days); a 


ме reduction «ουτε by thet rodiation by 143, 
Pela relever; reduces action penalties from Dared or Injured patents 


Romulans 


Stun eet (eque to power 2 ре dos]; Vulcans, Ferengi, 
sre at 93 w Stamina 


+146 bonos to Tel Stamina fests fo 
symbiont-hest factions 
Simelotesephylctc shock; forces en Immediate У тов test ogainst TN 
13 to prevent taking 3 points of domoge ond o power 1 stom elect 
Anticejecion drog; confers +8 to Stamina reaction test эз. 

tissue rejection 


мөт ™ Dorimow ича 
Atine 5 14622 hours 
Anoleptic 10 196 η 
Anetrizine 15 146 hoors 
Animazine 10 LL 
er 15 1046 min/perm 
Ὁ 5 2643 hoors 
им 
Г 10 variable 
Rape 15 L 
" 5 4 hoors 
15 146 kours 
Cervaline 10 146 hours 
Ceromvdnde — 


added bonus, that further, ps 


hoors 


146 hours 


test would be at + 


еве гу, restores 1 point al damage per dese; o be used il 


ο bones to Stamina tests to resist bacteriol diseases 


2, can be scanned more than 30 days after the event.) 


for point-blank range.) tf Kle 


telepath, that telepath could add the neutralizers +4 to 


his own Telepathy skill. 


A psion can detect any suppressed men 


implanted emotions, etc. with a Mind Meld or 
Telepathy test (TN 15), or with an Empathy test (TN 20) 
Restoring memories, removing emotions, etc. can be 


done with either an extended Medicine (Psychology 
test, with further psionic tests, or with another stint in 
the neural neutralizer. 

Durarion/Evencn This device must be connected 


to an external power source 
Psy m 


Srtcıncanons: As normal tricorder 


Descurrow: The psychotricorder is essentially a 
highly-modiñed medical tricorder optimized solely to 
scan, record, and display the memories of a subject at 
any time within the last 30 days, after which the short 
accessed by the has faded 


beyond recall. (Subjects with the Eidetic Memory edge 


Recorded memories can then by analyzed by a com. 


puter, viewed upon the units display screen, or trans. 


ferred for viewing on a larger view screen. Recorded 


memories contain all sensory information and subvo- 


calized murmurs of the subject; they are not a com- 


piete record of the subjects thought 
state, and (for example) a psychotiicorder record can- 
not tell if the subject was hallucinating, psionically 


controlled, or otherwise deluded. The psychatricorder 


record also cannot detect whether a given memory 


was telepathically implanted. A pxychotricorder can- 
not be used on an unwilling subject; images of walls, 
blank space, or angry shouts will fill the recording 
ough there was a brief flurry of psychotricorder 


se in criminal investigations after the device's inven 


їп 2262, questions of reliability, usefulness, and 
vil rights prevented its wholesale adoption by the 
Federation. Some planets, however, retain psychotri 


corders as legal options 
Ruus: Using a 
Medicine (Psychology) test (TN 15 


psychotricorder requir 


АП ΤΝ pen 


STAR TREK ROLEPLAYING GAME 


CK CERNI 59 


Duration 
» 
15 
5 


Fermazine 


Мурегтіяе 


epedrezine 
көнөө 


9 


ркаш» 


хой 
Basilorn D 


Metrazene 


Ryetolya 
Se 
Ties compound 


permanent 
тања. 
[T 


for noise, distraction, etc. count double on this test; it 


is best performed in a quiet, darkened room with onl 
the operator and the patient. It takes approximately 10 
h skilled 


operators can speed up the process to "real-time 


hous to record one hour of memory 
TN modifier. A psionic can secretly resist a psy 
choricorder by making an opposed test with his 


skill 
false memories. Assuming the records ai 


Telepat replacing scanned memories with 
however, psychotricorder records can ease Medicine 
(Psychology) skill tests (-1 to -5 TN) to diagnose men- 
tal illness ог trauma in а patie 
DURATION/ENERGY: 100 hours of use; can record up 


то 10 hours of memory 


Stasis Backboard 
SPECHICATIONS: 2.3 x .9 m; mass 42 kg 
Drscunow: An emergency medical device, the 
sis backboard holds a patient in a state of suspended 
animation until medical treatment becomes available 
The backboard is portable, allowing medical personnel 
to stabilize critically wounded patients in the field. A. 


Ema 
Removes stus eic; simler 1o sting 

Removes on Fatigue Level σε by pork exertion 

+243 bores fo Wilpower reaction tests [or Academic tests) ia recover 
lest memories Corsi receive o further +3 pedes boes 

te this test 

Stimulant; confers +2 Health per dose, resulting mood swings 
temporarily remove 1 Presence per dose 

Саба stimulent; removes 3 Word Levels covsed by cardiac arrest 
Halves healing time from сона! trauma 

Stébiize bras; restores 3 points of burn demoge per dose 

“+146 bores о Sonin tests to resist heart or kidney fal 
Removes stos Нва 

+146 bones to Wilbower reaction tests te overcome τς 
halves ey penalties to Intellect-besed tests doe to ауре or w 
‘Antidote to many neurotoxins such оз seplin or curare; removes all 
Vitality losses, but leaves subject Feind for 196 hoes 

0145 bones te Stamina tests to resist heart disease or cordi arrest; 
works only on iron besed bloodstreams (Human, Betozoid, ec) 
ose pain ond stops convalsions; equivalent οἱ s socssh First Aid 
hech for on вкаран ова: 

Seizes dehydreto: halves dehydration damage; 

administered а soon 


Removes eny Ре modifiers doe to поето some patents 
are allergic to 
Antidote for Real fever 


hronometric generator times graviton release, creating 
a miniature stasis field on the backboard. For the 
patient, relative time passes at a ratio of five nanosec 
onds per 100 years. 

Крия: Using the stasis backboard requires a 
Medicine (EMT) test (TN 10) or System Operation 
Life Support) test (TN 20). A failure will simply not 
allow the system to engage: stasis backboards have 
multiply-redundant crash diagnostics. These fail-safes 
will also not allow a stasis backboard to engage for a 
conscious patient. 

Duranon/Exerar: 50 hours; indefinite with an exte 
rior power source 


ENGIN NG EQUIPMENT 


Antigravity Lifter 


Srecincanons: 90 x 35 x 20 cm to 2 x 4 x 2 m; 
mass 10 to 50 kg 

пивскитюм: When activated, this device complete: 
ly negates its own weight and the weight of the object 


itis attached to, The antigay lifter is equipped with a 
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standard Federal olecular adhesion uni 
activated, the antigrav will bond tightly to any object it 


is attached to, and will only release the object when 


deactivated. In addition, 


when the operator pulls the antigrav using one 
two handles, the 


internal micio-gravity propulsic 


tem effectively negates most of the loads inertia. When 


the operator releases the handles, the device uses its 


internal propulsion system to remain c 


tionary, usually hani 


Ruus: Using an antigravity lifter (mature technolo- 


gy dating back to the 


lift and negate the inertia of a mass 


DuRATION/ENERGY: 500 hı 


Srcinicemoss: 


ensor instrument used to 


and manipulate sub: 


particles. Polarons can also 


Бе used to detect localized subspace a 


charges а discre 


teraction between the pol. 


to any Science or Engineering test for the det 


omic particles, locali 


zed subspace a 


for Engineering and Re 
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already subsumed under “adequate equipment 
Using a 


эп probe on a Founder requires an 
Energy Weapons (Polaron Probe) test (see range 
below), W successful, the Founder must make an 
mediate Stamina reaction test at -5 or revert to its 


normal state 
DURATION/ENIRGY: 35 hours + induction recharging 
Rance: 0/1/2/0/+0 т 


SrecIncANONS: 15 x 3 cm cylinder; mass 0.1 kg 


Desciurnow: Developed using advanced holodeck 


plicator technology, the replicator multi 


tool is the ultimate portable tool kit, The device itself is 


a comfortable handle which contains both a miniature 
replicator and force field projectors which work 


deck matier 


» produce small amounts of Но 


This semistable matter can be reshaped and formed, 


<d on user command inputs, into an almost Infinite 
variety of shapes and uses. Isolinear optical chips in 
this device store the patterns of literally hundreds of 
different tools, from knives, wrenches, and screw. 


drivers 10 interphasic alignment couplers and duotron 


This device can reproduce almost any small hand. 
held tool commonly used in the Federation, though it 
cannot reproduce any tool larger than 10 cm, and no 


d 
use they have proved to be 


welder. Replicator multitools are not commonly u 


levels of several types of radiation. However, replicator 


are found In widespread civilian use, where 


e of having one easily portable tool 


more than makes up for their occasional unreliability 


They are also found in emergency tool kits found in 


strategic locations on almost every starship and star 


base in the Federation. 


Rutes: Setting à replicator multitool is a System 


ring) test (TN 10), Using it for 
exended Engineenng and Кера tests grants а +2 


bonus on final test results (since its efficient design 
lessens the required time), but adds +1 to the tasks TN 
for every +1 Potency of ambient radiation in the area. 


ATION/ENERGY: 25 hours of continuous use 


SPECINCATIONS: 9 x 5.5 x 2.5 cm; mass 0.2 kg 
Dscurnos 


sing a short-range (1 meter) verteton 
burst transmitter, this device temporarily interrupts 
trical fields by creating a localized feedback loop 


in the system, Because various systems draw differing 


power, it is necessary to determine the cor- 
rect harmonics to create the appropriate feedback 
loop. otherwise the verteron burst lacks sufficient 
power to cause the desired effect, Verteron inducers 
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can short out any equipment drawing electrical power, 


ranging from tricorders and PADDs to door access con. 


trol. panels to individual work stations to primitive 


groundcar ow. A properly-calibrated: verteron 


short is self-contained and temporary, and will not 


Ruus: Determining the verteron р 


requires а 9 Repair test for 
This test will also 


the sh 


the user to determine the length я (up to 10 


for a casual observer, and a TN 15 Repair test even fc 


ngincer tracing the problem. Ας a general 


» simple comm panel in the с 
one charge to disable: the door controls for 
the brig or the safety override antimatter core 


d take a 


л doubt, the 
eded 


many as ten i 

An overload makes the short more noti 
reading the dar perman 

wing out the system in qu 

DuwAnowEwtscy 50 chai 

SECURITY 


EQUIPMENT 


ANE 


Camouflage H 


Discuienow: d century based 


field capable of mimicking the shape, texture, and appar 


through it at will. Multiple hologenerators slaved togeth 


er can cover a larger area, These devices are commonly 


used in lengthy firs-contact n anth 


Algeron, hologenerator illusions can be easily seen 


rough with a wicorder scan (a System Operation 


at TN 10). Some s legally alter 
generators with an fields 
nerated by the h can with 


stand 200 points of damage before collapsing. 


DuxanioN/EvtRGY: Unbreachable mic 


Де good for 1 year of continuous operati 


0 x 60 cm; mass 300 kg 
on: The holobase is a bulkier, more sopi 


generator as above, as well as а holoemit 


producing custom holomatter interi 


ating tools, food, spare parts, etc.). The holoba 


сап also be made vacuum-sealed and climate-con: 


led, although that lessens its useful life without 


prior modifications and extra power packs. А holobase 


Ruus: A holobase, with its much higher power con- 


ion, is even easier to spot on а micorder scan 


on (Sensor) test at TN 5) 


mON/ENtiGY: Unbreachable microfusion nod. 


te cold and vacuum. 


0.05 kg 


Discurnow: Utilizing a modified visual transceiver 


upled with a phased neutrino waveguide 


jects through solid matter. This device ut 

wey the video signal, which a stan: 
ransceiver assembly reassembles into a 
using controls on the unit 


us. Thus, for example, an exographi 


set to а range of 50 meters distant will display 


was adjusted. Certain ultradense materials, or sub- 


Ruus: L an exographic System 


test (TN 15 


Adjusting an exo. 


phic sensor takes a full round. The maximum range 


Ihe exographic sensor is 200 meters 


Duusnos/ENtaGy: 900 hours 
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4G 


able Force Е 


SPECIFICATIONS: 
Descrprion: Standa 


id Federation force 


of UV and IR 


fields can be tuned to admit 


matter, most radi ept 


ıt (and small amour Mos 


force people wea 


keyed transceivers in devices such as combadges, 


or PADDs. The force field will then allow them 


wut of the force field, using its s 


to walk in or s 


conform exactly to their bodies, so that their entry or 


a maximum of Tipus та side, or until t reaches 


n half 
1 is a System Oper 


ht in the field's tc 


force fields will not cut thin 


Ruu 


Shields) tes 


: Activating a fc 
TN 10) 


the settings, resetting or restarting the generator а 


and a combat action. Adjusting 


field's admission defaults 


field collapse, or changing t 
n) is а chal 
TN 15); al 


то eliminate visible light, or to admit oxy 


lenging System Operation (Shields) test 


ake five minutes. Portable force fields cannot 
shield that 
allows you to fire out but blocks incoming disruptor 
take 200 points of dam: 


be polarized—you cannot set а “one-way 


ts. A portabl 


age in a single round before collapsing, 
DURATION/ENERGY: 1,000 hours of continuous 
operation 


WEAPONS 


Holdour Phaser 
Sreciricanons: 10 cm long (in sections of 3, 3, and 

0.15 kg 

Descmirrion: Designed to be easily disassembled to 


escape detection, the holdout phaser has been stripped 
down to its essential components. It consists of thre 


distinct parts: sarium krellide power pack, prefire 


chamber, and emitter housing. Individually, the com- 
ponents escape detection by most sensors (an Observe 


Spot) ТМ 2 


1o spot on а casual or nonspecific sensor 


мап; a sensor such as a tricorder set specifically to 

ест sarium krellide is at TN 15 to find the power 
pack), The modularity allows for rapid assembly and 
disassembly (one full-round Repair (Phaser) test at TN 


0). Conceal (Conceal Weapon) and Sleight of Hand 


Palm) skills get a +5 bonus to hide a holdout phaser 


Holdout phasers are used by away teams on police 


te planets, and by Starfleet Intelligence operatives. 
Strmscs: 1-3; standard beam only 
Duranion/ENtxc 


gnatic Disintegraror 
L; 3.85 kg 


jounted wea 


Sreancenows: 128 cm long tube 
Disciirnow: This la 
oth century Earth ba 


shou n 


resembles a oka. Much of th 


technical data on this weapon remains classified, under 
Starfleet Security Directive 24168.9. Using a portable 
magnetic charge inducer, the weapon fires a collimated 
beam of isomagnetic energy which disrupts the target's 


it affects the tar 


Jectromagnetic field. On low setting 


s inner ear, effectively stunning the opponent. On 


moderate settings, it causes temporary impairm 


the target's central nervous system. When fired at its 


C ШЕШТИ —— на оно» 


Рона Semne Damace — Ears In BLAST RADIUS 
1 Flash special All humanoids (except Vlcans) without греда) eye protection must make o Quickness 
reaction test at -8 or be blinded for 1467 mintes 
3 Heavy Thermal _ 3Méei2 Melts most metals 


ην. MM E ll I s í í í 


5 Heavy Disrupt 1446+150 


Everything explodes into rabble 
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highe the isomagnetic disintegrator changes 


dust and static. The beam affects a 1 meter diameter 


area upon impact. Only front-line ships on active 


tary duty keep these weapons in their armories 


SETTINGS: See table 


DuKaTion/Enency: 4,000 charge 


RANGE: 5/50/105/145/440 m 


Phoron Grenad 


Srecinicanions: 8 cm diameter sphere; mass 0.2 k 


Discurnos: Photon grenades emit large bursts of 
the same rapid nadion particles which are found in 
phaser beams. These grenades may be set to explode 
upon impact, at some set altitude above the ground, 

м some preset time, up to 9.99 hours, after they 
Impact. Both the level and the blast radius of 


have five different power settings and may be 


pr о people jects a meter or tw 
the blast radius will usually be somewhat affected by 
the blast (reduce the damage by one setting for every 


ships on active military duty keep these weapons in 


DURATION/ENERGY 
RANGE (mown): 10) 


increment increases by «1 for every +1 to Str modifie 
Phor 


SrecinicaTions: 


Mortar 


Descrienon: The photon mortar fires sun 


enades. A miniature graviton accelerator inside 


mortar propels the grenades with a large amount of 


Photon mortars 


n orbiting 


aimed using readings from ps se 
a tricorder (a System Operation (Tactical) ог He 
Weapons (Photon Mortar) test (TN ΤΟ, but if neces- 


med "by eye” (a difficult Heavy 


sary they may also be 


Weapons (Photon Mortar) test (TN 20) or an Observe 


Spot) test (TN 251) or by forward observation by anoth- 


тм 


{reat as a combined test of Observe (Spot) at 


5). Firing a photon mortar is a TN 
Tactical) о Weapons (Ph 


Mortar) est. As a general rule, only ships а 


Operation. Heavy on 


keep these wea 


Duwwnos/EstkGw: 500 shots 


Rance: 400/800/1,500/2,000/«1,000 meters 


Stun Grenade 
SrrcincaTions: 8 cm diameter sphere; mass 0.2 kg 
Discus 


пом: A variety of the photon grenade, stun 


Heavy Stun effects (as phaser fire) over a radius from 


3 to 10 meters. These devices have limited military 
application, but have proved extremely useful in con 


ts and similar large public disturbances; the 


Klingon Empire now makes much use of them on sub: 


Dunanow/Evticy: one use 


Rance (THROWN): 1010/40/60/40. m (each range 


increment increases by +1 for every +1 to Str modifier) 


Pulse L 


4,08 L in volume: 6.2 kg 


Invented in the 2370s fleet 


Tokyo R&D, the tetryon pulse launcher 


hand-held version of the pulse phaser mounted on 


xarships, as powerful as a shuttlecraft-mounted phaser 
When the tr | 


und from 


depressed, the weapon fire 


nation to the acquisition sub-systems, giving the firer a 


2 bonus to his Energy Weapons (Pulse Launcher) skill 


The tetryon pulse launcher incorporates the safety 
interlocks and subspace transceiver assembly common 
» standard-issue phasers И is incapable of firing con 
tinuous or wide beam settings. This is a classified, mil 


tary weapon: use for any but the gravest eme 


military purposes is restricted by Starfleet 


Sermwas: As phaser settings 13-16+; for each addi 


tional 50 charges expended, increase effect by 600 


εὐθὲς fest of n 
DusAnoN/ENERCY 


4,000 charges 
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SHIPS OF THE LINE 
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Fleet Ops is often playing "catch-up." and assigning the 
closest ship, rather than the perfect ship, for a given 


To manipulate this process, either to get a 


plum assignment or to avoid a tedious "brown dwarf 


census” mission, requires command rank and an 


Administration (Starfleet) test at TN 15. If other officers 
want the same assignment, it might be an opposed test. 
Contacts and Allies will help immeasurably in this 
regard, and a successful first officer oz captain nurtures 


both where possible 


Fleet ORGANIZATION 


Within Starfleet itself, the means of o 


commanding, and deplo 
and in groups has changed somewhat over time 
Changes in the Federation's resources, strategic pos 
ture, and strategic doctrine have altered the fleet organ 
ization from a highly individualistic, dangerous task 


force model to а more comprehensive fleet model. 


The Tash 


From t 


Force Medel 
arliest days of Starfleet to the mid-2270s, 


ships regularly spend weeks or even months out of sub- 


without specific coordinates requires a Tactics (Space) 
or Inquire (Trail) test at TN 15 or an Administration 
Starfleet) test at TN 20. It may also require any number 
of System Operation (Sensor) tests, and a not insignifi 
cant amount of pure luck. 

Given the logistical impossibilities of close coordi 
nation in the 23rd century, Starfleet uses a “task force 
model, based around small groups of ships assigned to 
operate in neighboring sectors. The heaviest ships, 
and later, Constitution-class starships, operate on their 
own, patrolling large sections of the Beta Quadrant 

charting the frontiers of the 


and slowly Alpha 


Quadrant. These “single ship task forces" put in at star- 
bases for shore leave, refit and resupply, and to handle 
hey return to 


w stretch of space assigned by the com 


any significant emergencies such as 
‘martial, Once these tasks are complete, 


base. (See Table 6.1, Starfleet Flag 


Ranks, ior the term “commodore 
they contact the ne 


often piggyback off local 


) When possible, 
est starbase for instructions, and 

nets’ communications grid 
το boost transmissions back to headquarters. (This is 


usually a System Operations (Communications) test at 


TN 15 


message 


space relay range. Captains have to think for them- Standard practice is to "hand off” a burst of 


selves, and come to rel and first-hand traffic 
Starfleet vessel; thus, slowly 
dantly), orders and reports travel both din 


The other reason for the t 


п gut instin whenever encountering апу other 


knowledge of a situation. (This habit of independence and occasionally redun 


also sets the precedent for captains including them: tions. 


selves in landing parties that continues into the 24th k force model, of course 


century on many ships.) Starfleet Command can only — is the continual shortage of ships. Starfleet explorers 


coordinate missions at long range and often sets up — expand the frontier in all directions; the amount of 


relay chains" of ships to deliver cargoes. p space to cover Increases as a cube function, while ship. 


even messages one to the other along production in the early-teplicator era can barely keep 


cruising along а general flight path until they loca up arithmetically. In mid-2260s, only 12 


their successor in the mission. Find, Constitution-class ships operate at any time; Starfleet as 


ГЕШ ИШ u в 


Note: This table supersedes the text box on page 239 of the Star Tek RPG Player's Guide. 


ig another starship 


Hoet Admiral Fleet Admiral 


Vice-Admirl Vice-Admiral 


Commodo Rear Admiral (lower helf) 
Once promoted to sir, on oce primary advances threoghsenaiy,cibough Не Chiet-ir-Commond retoins bı 

ty ! make personnel decisions. The two “halves” within the Rear Admiral гий indicate which hell of the s 

пате appears in. Regardless of renk, all admirals ore addressed es “Admiral” by Starfleet protocol. During the 23rd century, the term 
amodore” refers to any sicer ofthe rank οἱ captain or fleet captain who commands citber o group of ships, such as Commodore 
Robert Wesley. or a starbse, suh as Commodore Jose Mendez. Similarly, the more rough-and-tonbe notare of Starfleet ops (and 
md smaller numberof flag ranked oficers) means Най seniority plays e relatively smeller role is promotion. Hence, during series set 
inthe 23rd century, Не ronk οἱ Commodore replaces the ronk Reer Admiral (lower half, nd Reor Admiral (oper al) sinply Becomes 
Rear Admiral. The rok of Feet Captain, held by Christopher Pike and Garth o Izor, is also used drin the early 23rd century os e 
ш, and is the rules equivalent of Commodore, except thet it requires 40 or mare Renown points es well. With the disap- 
Pike is 2266, Starfleet aliia retired the raak οἱ Fleet Captain. 


тай of 
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pearance οἱ Fleet opi 


STARFLEET OPERATIONS MANUAL 


= CHAPTER SIX 


Andorian Defense For 


pital ships (pas 
эрге 


peace, the па! snarls ane 


Сарай 
Klingon outpost on Narendra Ш paid 


the future, and other a 


ly heroic. However, the С nv 
ind the Tholian War of 2353-236 
past the breaking point. At Starfleet Co 


is Bol 


Taneko brought 


fleet model that lasted, and 
Dom 


into Fleets, each one compris 


hold any actual rank f 


m fleet admiral to rear adm 


ral), usually based at a starbase The "flagship" ofa fleet 


ply the ship best suited for command-and-control 


personal command. (A few admirals keep their "flag 


оп shipboard, however, and can make subordinate 


look-see rders down 


Fleet Operations passes 


to the Fleet Admirals, who pass them alc 


е admirals or to individual captains depending on 


urgency of the order and the admirals personal 


and emergencies travel back 


leports up the 


hain to Fleet Ops. Within Fleets, s 
dh 


ly commands a win 


me admirals set up 


further su mmand; a rear admiral 


and Each Fleet serves either a tactical purpose (such as 
s е to protect Vulcan) or a strategic purpose (such as ready 
i ack fe). Most tactical fleets are “standing” fleet 
e, which retain the same mission throughout their exis: 

Most strategic fleets are either “mobile” Пеев, 


essentially follows the older task force 


supporting” fleets kept ready 


Most 


nly with b tions and more 


leets keep their ships in the same broad area 


On the eve of the Dominion War, Starfleet had 

y proximately 6,100 starships, plus transports, survey 
rs, hospital ships, and other support craft. (Another 

зо small scouts, runabouts, fighters, and heavy 

eache raft filled out the mission boards.) These ships 
ator technology le up 27 numbered Fleets, as well as six specialized 
sion of Starfleet Fleets (see box, page 77). The Dominion War upset the 
32), wh il balance of "standing." “mobile,” and "support 

" h as the 3rd, a mobile fleet. Admiral Taneko's system 

ned to the utmost reassigning capable combat 

dres to all fleets and dealing with the force fluctua. 


hroughout the period. During the War, the num- 


and initiative. Бег of Fleets grew to 44, although the hard fighting left 
м сее. understrength. The Seventh 

ship to save Fleet, for example, comprised only four ships after t 
d Battle ofTibor 4, and was never rebuilt to its orig 
ere eq nal complement of 160 ships. The Dominion War left 

í 236 tely 2,500 starships in read, wit 
ved the »out that many again in varying states of damage, dis 
mand, A air, or crew attrition (Starfleet personnel losses dur 
ganizat War were staggering noteven counting the mil- 
1 ons of casualties on Betazed, Benzar and Earth) Until 


x ides how fast, or 


hether to rebuild to pre 


War rder of the day 

н s ships, however, technically part of one or anoth 

п > leet, have been detached for individual duty in an 
Admiral (who may the earliest days of single ships patrolli 


darkness where no man has gone before 
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CHARGED WITH THE EXPLORATION AND DEFENSE OF A GVEN SECTOR OR SMALL GROUP OF SECTORS, А SHIP IN A STANDING FLEET CAN MAKE AN EXCELLENT BASE 
‘OF OPERATIONS FOR A SINGLE SECTOR SERIES, OR A SOURCE OF PERSONNEL FOR A SERIES CENTERED ON A STATIONARY BASE OF OPERATIONS. А SINGLE SPECIES 
“SERIES CAN ALSO BE SET IN A SHIP OF A STANDING FLEET ASSIGNED TO PROTECT THE CREWS ROME PLANET. 


3 ASSIGNED ТО DEFEND SECTOR O11 — THE SOLAR SYSTEM—FROM ATTACK. HARDLY ΟΦΗ POSTING; 3RD FLEET SAW TWO MAJOR BORE 
INVASIONS AND THE BREEN ATTACK IN LESS THAW A DECADE. SOME OF STARFLEET MOST ELITE OFFICERS AND FINEST TACTICAL MINIS SERVE IN 3RD 
REL 

FLEE: PATROLS THE ANDOR SECTOR, INE OF ТЕЕ CRUCIAL HOME DEFENSE FLEETS OFTHE FEDERATION. WIT THE ATH AND 7TH FLEET, NEARLY 
WIPED OUT AT WOLF 359. OFFICERS IN STH FLEET WORX CLOSELY WITH THE ANDORIAN DEFENSE FORCE. 


FLEET ASSIGNED TO DEFEND БЕТМЕ AND THE OUTER CORE WORLDS OF THE FEDERATION. BADLY MAULED DURING THE DOMINION WAR, THE 7TH 
‘FLEET САМЕ THROUGH WITH HONOR; IT IS NOW ONE OF THE MOST COVETED POSTINGS IN STARFLEET. 
TT ТЕЕ STANDING FLEET ESTABLISHED AT STARBASE 172 TO GUARD AGAINST ROMULAN INCURSION WOW ALSO SERVES AS THE FIRST LINE 
(OF DEFENSE AGAINST A FUTURE EXPECTED BORG ATTACK. OFFICERS IN 22ND FLEET TRAIN CONSTANTLY AGAINST CAPTURED OR RECONSTRUCTED 
TIBET VESSELS." 


‘GIVEN VAST, WIDE-RANGING THEATERS OF OPERATION, MOBILE FLEETS MAKE SOOD ASSIGNMENTS FOR SHIPS IN EXPLORATORY OR OTHERWISE GALAXY-TROTTING 
‘SERIES. SCIENTIFIC, DIPLOMATIC, AND INTELLIGENCE SERIES ALSO WORK WELL WITH MOBILE FLEET OPERATIONS. 
LEET: EXPLORES UNCHARTED REACHES OF THE ALPHA QUADRANT, ESPECIALLY THE COREWARD SECTORS PAST FERENGINAR. THIS FLEET I$ HEAVY 
OM OLDER SHIPS SUCH AS AMBASSADOR-CLASS, NEBULA CLASS, AND MIRANDA CLASS CRUISERS. 
1 COMMANDED BY FLEET ADMIRAL NECHAYEV, THE 1673 8 THE “FLAGSHIP РЕТ" OF STARFLEET, CONTAINING THE 0.5.3. BUTERPRISEE ITS 
DUTIES INCLUDE A WIDE RANGE OF SURVEY DIPLOMATIC, AND BORDER EMERGENCY MISSIONS 
2 PATROLS THE RIMWARD SECTORS OF THE FEDERATION, INCLUDING THE THOUAN BORDER AND PORTIONS OF THE KLINGON FRONTIER. THIS 
‘FLEET WAS A NUMBER OF ORERTH-CLASS SCIENCE VESSELS SECONDED TO IT FOR SENSOR SUPPORT, AS WELL AS A RANDFUL OF NEW АСВА CLASS AND 
 STEAMRUNNER-CLASS VESSELS. 


wed 
SIPPINT FLEETS PERFORM SPECIFIC SPECIALIZED ПОТЕЗ, OR WAVE TASKS THAT REQUIRE SPECIAL ABILITIES МОТ ALWAYS AVAILABLE IN MOBILE FLEETS. SINGLE 
PROFESSION SERIES, GALAXY-TRITTING SERIES, AND SERIES CENTERED ON THE TASK PROFILE OF THE FLEET ARE GOOD CANDIDATES FOR BEING SET IN SUPPORT 
RET SHIPS. 
(MADE UP OF 24 VESSELS PLUS TRANSPORT CRAFT, AND BASED (UT OF STARBASE 4, THE COLONIZATION FLEET SPECIALIZES IN 
Ети A TENER MESDNS LS S ита аена AN LIFE FIRN NET. 
THREE EVACUATION FLEETS BASE OUT OF DISPERSED STARBASES IN THE RIGEL, DENEB, AMD CANOPUS SECTORS. EACH FLEET HAS 
‘ENOUGH SHIPS ТО COORDINATE AND DEFEND A CONVOY CARRYING UP ТО 10 MILLION GVILIANS IN CASE OF PLANETARY EMERGENCIES. 
‘THE BRAINCHILD OF ADMIRAL НЖАЛМ FOLLOWING THE CRISES OF 2367-2388, ТЕ TWO RAPID RESPONSE FLEETS COVER 
ALPHA AND BETA QUADRANT, ON STAGGERED PATROL READY FOR ANYTHING. RAPID RESPONSE SHIPS REPORT DIRECTLY ТО ADMIRAL FUKAZINA, WHO 
REPORTS ТО THE СЕК COMMAND, THES CIRCUMVENTING FLEET OPS" CHAIN OF COMMAND. THIS LESSENS RESPONSE TIME, ВІТ MAKES HASTY 
ACTION (INCLUDING ESCALATION TO USE OF FORCE) MORE LIKELY THE RAPID RESPONSE FLEETS REMAIN CONTROVERSIAL WITHIN STARFLEET, AND ARE 
MADE UP OF POO-DERIVED SHIPS SUCH AS THE AIRA- AND SABES CLASSES. 
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STARGASES 


Both models of fleet deployment depend heavily 


оп starbases to coordin: л defend 


е, resupply, and e 


тоз! st days 


the ships on duty. From 


tationary starbases with mobile 


Starfleet has joined 


starships as warp and мей of its defensive and 
exploratory pattern. from 17 starbases and a smatter 
ing of other stations in the early 22605, the network 


D0 such stations by the close of the 


Dominion War. The following categories match the 


base categories on pages 28-29 of th 


in mind that a b; 


keys 


galactic security. Keep 
purpose may shift over time 


on the Fed 


ration frontier may, as the Feder 


expands, become a supply sation and then a se 


hub, as ships of all kinds increasingly put in for sup. 


plies, refit, and eventually trade or recreat 


tive facilities in the Beta Quadrant, and оге of the 


emergency "continuity" offices of Starfleet С 


itself, should anything happen to Earth. Importa 


етотев and precedent-setting courts-martial occur 


either gain 1 additional R int for hi 


ог double the ейе any of his Starfleet cc 


tacts while there 


SrARBAS 12. 


Gamma A00 star system, establi 


of Starfleet's rem n abi 


an excellent location for starship maintenance 
well as coordinating much of the defense raffi 
the inner core of the Fede Any Starfleet office 


»cial tests to gain defense assignments or informat 
are at +1 here 
~ARGASE 173: A major command and ad 


quite near Starbase 23, its 


Built in the 


280», both bases аге on accelerated alert 


73 hosts a key field 
е of Starfleet Intelligence. Any а 
the Romi 


tatus even in peacetime. Starbase 


ademic test 


an Empire, including its ta 


s, ships, or astrography, is at +2 using Starbase 


omputer system, 


s 
STARBASE 2: Located between В 


a Auriga and 


? has been a key center for space. 


medicine research ever since the 2240s, Its advanced 


hospital facilities can comfortably sup: 


οτε (and hopefully heal) almost any known species or 


m. A strong Vulcan and Betazoid 


psionic research. All 
skill here, over and above 


ed and precision equipment. 


piene with counseling anc 


Medi 


«he modifie 
‘Starsase 


ructed 


Э: Originally а 


supply station con. 


Starbase 9 slowly became a 


major scientific and astronomical moni 


the Argus Array, (с 


example, was designed as an 
rbital phased EM col. 
and any 


lectors. АП Sp 


opment 
STARBASE 514: Located near the Cardassian Бог 


ship traffic are at +1 


n the Badlands, this survey stat 


during the Dominion War. Much of 


ment was automated and its military staff withdrawn 


fier 2375; Starfleet may turn it into a supply station for 


expedition 


command post for voyages through the Bajor worm: 
Any S 


nce test about the Cardassian Union, the 


Badlands or the Camma Quadrant is at «2 here 


n as the finest 


STARBASE 6: This starbase's rep 


post in the fleet goes all the way back to the 


22505, 


when a Tiburonian-Ce 


tauran team redesigned it from 


hub о. In peacetime, starships divert from sectors 


y its facilities, which include state-of the 


cks, null-G saunas, and the most sophisticat 


replicators (and chefs) within a thousand parsecs of 


Aldebaran. All social tests between any ship's personnel 
onth after taking R&R at St 
74: One 


Starbase 74 orbits Tarsas И. ts bay 


Έτκπαλας 


fifty Galaxy-cl if need be. The 


Tars: 


-Qualor run is an excellent place to see any and 


every kind tow. In addition to 


being a spareparts paradise, Starbase 74 bosts the 


finest Bynar computer techs in Starfleet, Any social test 


to obtain spare parts or ship components is at +1 here, 


ir or Engineering tests here are at +2; ships that 


elit here add one letter grade to Operations system 


reliability that lasts until damaged again. 


STAR TREK ROLEPLAYING GAME 


Έταηβαςε 315: A thriving commercial and trafic 
hub in the BeTau sector deep in Federation space inthe 


Alpha Quadrant, Starbase 315 does it all, ts supply sta- 


n falls under Federation. Merchant. Marine rather 


than Starfleet jurisdiction; built in the 2320s, its space- 
dock facilities are t 


Ambassador 


» small for any ship larger than an 


lass vessel. Any Business tests are at +1 


here, as is any test to find rare or peculiar merchandise. 


Strategic Bases 
STARBase IO; The orig 
the Neutral Zone 


10 i 


al strategic base defending, 


screened and supported by the critical Garma 
Hydra cluster. Between its construction in the 2170s to 
2266, It slowly became a sclentiic support base as well 
in the later 23rd cen. 


tury, added a state-of-the I facility їп case of 


War, Like Starbase 173, it remains at accelerated alert 
status. Any information-gathering test, social or aca 
demic, about the Neutral Zone is at +2 here 


STARBAses РН AND 257. Two small, but pow 


and supply facilities for t 
kup to six Nebula-class 


Cruisers. Any starship weapons system can be 


repaired in one-quarter the required time here or 
Increased in reliability by one letter grade until the 
nes di fe failure 
STARBASE 234) A crucial strategic base 
Kling 


along the 
frontier, Starbase 234 dates back to the Klingon- 


ipirade following the Klingon Civil War of 2367-68, 
and became a crucial liaison and command post during 


the Dominion War. Its spacedock can support an entire 


fleet for months, Any officer reporting through Starise 


234 will receive 2 extra Renown points for action 


STARBAsE 4 Initially constructed in the late 22nd 


century to support Federation colonial efforts, Starbase 


4 eventually became an administrative center for the 


Lyris Corridor between Tellar and Deneb, During the 


Federation's great expansion inta the Alpha Quadrant 


during the early 24th century, Starbase 4 became a 


test-bed for lerraformi 


and replicator technology. It 


vith full life 


has temporary quarters support for over a 


quarter of a million people (ore of the largest orbital 


‘elements in the Federation) and remains one of the 


most cosmopolitan places in Starfleet, Апу Specific 


World or Planetary Science test here is at +2 

STARBAsE BA: One of many floating refit and 
resupply bases for the Alpha Quadrant, Starbase 84 can 
'embay 12 Galaxy-class starships and dock 24 Atira 


class ships simultaneously. A number of industrial plan. 


ets keep Staibase 84 supplied with dilithium, durani= 


um, and even pre-built waro cores and phase’ arrays, 
Any social test to obtain spare parts or 
is at +2 h 


any Engineering test is at +1 here. 

STARBASE 343: А medical supply station near 
Deneb, Starbase 343 finds itself dealing with the Ferengi 
more than most Starfleet poss. Since Startle 
esty, 


pays hon 
in credits, Ferengi anywhere in the region take 
medical supplies, biological samples, or anything else 
that looks vaguely scientific here 


volume of trafic 


or resale, Due to the 
the harried! administrative staff can't 
always keep track of everything, and the inventory lock: 
ers contain all manner of weird items "found on an 


empty planet" by Ferengi waders, Any socia 


obtain any medical or biological equipm 


here; all Ferengi contacts count double here 


Deep Space Stations 

Deep Space 4: A self 
confused frontier area between Romulus and Vulean, 
Deep Space 4 see 


staining station in the 


all kinds pas 


hrough it, from mad. 


archaeologi 


Technically a Starfleet command post, its security force 


‘ever getting rid ef all the Tal Shiar agents on 


board. Hence, it serves as an informal diplomatic 


point, intelligonce-gathering, hub, and underground 


marketplace, Any Romulan contacts count double 


here; any Streetwise test Involving Romulans or the 


Deer Space Staion К-7: One of nire space 


stations strung along the Klingon frontier between 


2218 and 2293, Deep Space Station K-7 began as a 


strategic outpost, By the tems of the Org 


treaty, all frontier stations of both nations were open 


7 а hub or spies 
Accords and 


to each Others traffic, which made K- 


nirontation, With the Khite 


Federation-klingon alliance, K-7 bec 


a major transit р ion 
and Klin 


involving the 


eting place for Fede 
ships and personnel, Any academic test 


Klingon Empire, including its tactics, 


or astrography, is at +2 using K-7s 


compute During 24th-century series, any 


Klingon contaets count double here, 


FARSPACE STARBASE EARHART A transitional 


station past Deneb in the Alpha Quadrant, Starbase 


Earhart serves 


ment point for starships in the sector. Primarily a “hir 


Bonestell Recreation Facility is a great place to в 


drink, a laver, a knifing, or all three, All Streetwise tests 


are at +1 here 
STARSHIP TEMPLATES 
The following section provides templates for major 


classes of Starfleet ships suiable for use as Crew bases. 


of operations, “walk-on” ships to rescue or investi 


gate, goals for transfer for promising officers, and rein. 


STARFLEET OPERATIONS MANUAL 


= JNM IHL 30 89108 


nt ПШ m 
TABLE 6.2: STARFLEET SHIP TEMPLATES 
Sur Сив Tm PRopucnon YEARS 
А Hesry Gier ο 
Amber Explorer man 
Weary Cuber 2245-2170 
270-2093 
Explorer 2162-2196 
ΠΠ m- 
Cruiser 2284/7284-23ы 
Explorer 2356-2070 
Cargo 241- 
Light Explorer 2370- 
Mirando СУ 114-119! 
кыз ош 157-95 
[" ye 2075-2441 
1341-2375 
ο Бен 25-2070 
Sober Light Cruiser 2370- 
Sovereign Heavy Explorer 2370- 
Steameumner Heavy Frigate 1369- 
"hopes la the Star Trek RPG Nerreter бей 


Romulan, Cardassian 
an also use them as “threat ship. 


lass Heavy E See Table 6.2 
Missions" ibase ion types fro 
Table 1.1) and “Se 


headers are onl based on the ship: 


Missions 
Defense, Miltary 
Defense, Emergency, Exploration, Мййөгү, Scientific 


Delense, Emergency, Exploration, Мик, Scenic 
Dele 


Delense, Emerge Scientific 
Defense, Emergency, Expleotion, Scientific 
Emergency, Y 
Diplomatic Exploration, ceatiic 
Defense, Scientific 


Defense, Emergency, Exploration, Sclontilic 


Eapleretiea Scentli 


Defense, Emergency, Exploration, Military, Scent 


Defense, lteligence 
Delense, Emergency, Exploration, Military, Scenic 


Defense, Emergency, Military 


Suis 
тиб, 039, VOY 
TNG 

105, Movie 
"e 
Enterprise 

oss, vor 
Movie, TNG, 059 
TNG, 059 

TNG, 059 

989, VOY 
Movie, TNG, 059 
тно, Ds 

Movie 

TNG, 059, VOY 
105, Navi 
059, VOY 

TNO, 059, VOY 
TNG, 059, VO 


les and televised depiction: 


doing exactly what it's designed for, 
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STARSHIPS ο 085502 


kt w<ww 
αμα 1 
LGARS MEMORY ALPHA LIBRARY INDEX ONLINE 


STARFLEET SHIP REGISTRY/DATABASE 
STARDATE 54974.2 (2377 EARTH STANDARD YEAR) 
INDICES 356604-3822217 


STARFLEET TACTICAL SPECIFICATIONS — 
‘Auorized Personnel Only 


DAEDALUS-CLASS _ STAPLE VESSELS a 


Wu ΠῚ в 


шоо, = 
DAEDALUS-CLASS SPECIFICATIONS Ша. 1 


676 224 1117 в 
好 mh J 
548 EDU Б 
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4 
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PRODUCTION BATA 
LS UNITED FEDERATION OF PLANETS ТЕ BAEDALUS CLASS EXPLORER WAS THE FIRST FEDERATION FLAGSHIP, 
CLASS ΝΘ ТҮРЕ DAEDALUS CLASS EXPLORER ALTHOUGH IN PRACTICE THE SHIP HAD BEEN UNDER DEVELOPMENT BY EANTI'S 
ташив 1“ STARFLET AS ТЕЕ LONG-RANGE FOLLOW-UP TD THE ENTERPRISE CLASS. THE MORE 
‘SPARTAN FITTINGS OF EARTH SHIPS BUILT FOR THE EARTI-ROMULAN. WAR ALSO 
ши AFFECTED THE DAEDALUS ΠΕ; IT BEGAN A CENTURY ОЕ MINIMAL, UTIUTARAN SHIP 
=n % DESIGN THAT BECAME THE HALLMARK OF Z3RD-CENTURY STARFLEET VESSELS, TN 
mem миш DAEDALUS INCORPORATED SIME OF THE NO CLASS FEATURES SUCH AB TRANS 


PORTERS AND TWIN WARP NACELLES, BUT REPLACED THE PHASE CANON WITI 


— - ИЕТ MAGNUSSON CLASS LASER CANNON, ΜΙ DELIVERED MORE FORCE FOR 
— LESS PER USACE THE DAEDALUS CLASS MADE UP FOR ТИЕ PERCEIVED LINES OF 
merum THE ENTERPRISE CLASS (THE SMALL САРИ, THE INADEQUATE SENSOR BUITE), BUT DID 
‘CARGO UNITS WOT NECESSARILY RAVE THE FULL TECHNOLOGICAL CAPABILITIES ТО MATCH ITS MIS- 
тит SION PROFLE DF DEEP SPACE EXPLORATION AND INDEPENDENT COUNTERPIRACY 
 MNITTLECRAFT OPERATIONS AGAINST THE ORIONS AND NAUSICALNS. ALTHOUGH OUTFITTED WITH 
TRACTOR BEAMS ‘SUBSPACE RADIOS, THE DAEDALUS CLASS HAD AN OPERATING RANGE WELL BEYOND 
MTM M TE LIMIT OF STARFLEET’ SUBSPACE BEACON SYSTEM, SO THE FURTREST TRAVELERS 
М шиш USE (+10) „тц. FOUND THEMSELVES II OF CONTACT AND DEPENDING ON CONVENTIONAL 
RELATIONS STEN BABE (A) ‘RADIO FOR EVEN EMERGENCY MESSAGES. Т} BOLDNESS PARTIALLY EXPLAINS ИМ! 
Mur mew ^8 MANY MEDALUS CLASS VESSELS VANISHED (N THESE FIRST MISSING FOR A 
UNITED FEDERATION OF PLANETS. 
peer PT 133. DAEDALUS, PRETUTYPE, 133. ARCHON, LUST AT ВЕТА SYSTEM 
MP готви TER AR m (2167; USS. ESSEX, COMMANDED BY CAPTAIN BRYCE MULLEN, DESTROYED AT 
ΛΕ BJ N BY ELECTROMAGNETIC STORM (2167); 133. HORIZON, MADE FIRST con 
TACTICAL DATA TACT WI ЮТА (7188), LIST (2168), ШИ, Ол. UNDER, DEGTROYED 
Usa MG ws THREE ORION PIRATE SPS KT THE BATTLE OF DATA DORADUS (2180), ИШИ; 
Т wan 111 WAKEFIELD, COMMANIED BY CAPTAIN JOHN PETRASHUNE, LOST AT BATTLE OF 
[EE T] DELTA DORADUS (2188); 185. ANSON; 115. DRAKE; 0133. ТЕРИШ. 
PENETRATION wus 


БИШЕ FEDERATION ARCHIVE DATABASE • DATA ANALYSIS 09181 


113 шка. тат LOST T KLINGON ATTACK ON ШТЕЙ ARST-CINTACT 
июн TE NMA N (7711); 133 BASTION, DESTROYED FE ILINGON SHIPS IN BATTLE 
WAR ТЕ ΜΠΛΑ NEBOLA BEFORE BENG DESTROYED (2278); 031. CAAGUNA, PATROL 
ТИШН МЕТАД, ZONE (2788-89; 133 CHALLENGER, SERVED IN MAAR REBELLION 
(2264); LSS. CORONADO, DISCOVERED СЕТИ l (2250); LSS. ENDEN, PEACHES 
MISSIONS BETWEEN ROMULANS АКО KLINGONS (2232 03: 0.3 3 EXPLORER LOST ТИП 
WIRA SYSTEM (222; 111. NDOMITABLE, COMMANDED BY CAPTA ROBERT BUFF, 
DEFEATED SEMENT NEBULA (2207), FAMOUS; 111. ORLEANS, TST ED FOR PROTOTYPE 
PHASER WEAPONS (2250); 113. REVERE, LONG-RANGE SCOUTING AND SURVEY MISSION 
(2271), USS. МГ, CAPTURED LLL ИТА (2228); 113. SOUNENTIYN, CAN- 
MANDED BY CAPTAIN ACHLES DIAMOND 2257-2784. FAMOUS: 11. SPAM. НТ AT 
DONATO V (2242); 131. VALIANT, LOST IN ORBIT AROUND EMMA W (2217); 131. 
ТЕСТА; USS. Ὑπο στις УТ 


πππ ΠΠ} SPECIFICATIONS 
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3 548 878 22) 1. 
080 568 077 {6 
343 151 737 18 
41 007 Qu) 

| 1η 0073 00 
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LS. MIRANDA, PROTOTYPE; 1113. BRATTAIN, TRAPPED IN A TYKEN'S RIFT (2387); 
113 ΠΕΡΙ DIPLOMATIC MISSION TO ZALD (2283); 5.3. LANTREE, DESTROYED IN CLAS- 
ЭНЕ СӨ (2385); 113. MAJESTIC, DESTREYED DIRING OPERATION RETURN (2374), 
FAMOS: 112 МАТ. FOUGHT AT τς UL $. RELIANT, SUPPORT 
VESA FOR CLASSIFIED GENESS PROJECT, LATER HUACKED BY KHAN NOOMEN SINGH 
(2205); LSS SARATOGA, LOST IN ТИЕ BATTLE OF WOLF 259 (2307); 133. SHIR, 
DESTROYED AT CHIN TOKA (2774; 131. SITA, LOST IN OPERATION RETURN (2074; USS. 
ΤᾺΝ M MEN, PARTICIPATED ΜΗ AN BLOCKADE (200), LOST NEAR CARDASSIAN BOR- 
Wa (2773); 033. VIGLANT, LONT DURING LONG-RANGE SURVEY MISSION IN PERSIS ARM 
(8:05. ANDOVER; 13 3 RUSEANE, 153. MONDIAL 133. HORN. 


Ш 


li 00812 [1 
cw un 


155. мил, PROTOTYPE, 034. πει ΒΗΡΗ͂Ν, DESTROYED WN BATTLE OF WOLF 350 
(2387 133 ВОННОММЕ RICHARO, SMASHED FERENGI ИШТЕ RING NEM ЕШШ 0308); 
113 ΜΝΑΜΗΝΝΙΕ, DEPLOYED SAN STATION AT CASSANDRA (7200) 0.3.3. ENDEDUR, 
ЛИЙШЕ BY CAPTAIN JOSEPA АМАЗОН, SOLE SURVIVOR OF BATTLE OF WOLF 154 (207) 
DEFENDED EARTH FROM BORG (277, FAMOUS; 111. ΑΙΝΩ, DESTROYED BY KUNGONS 
WA LEMBITA CLUSTER 7171; U 3. ERA, COMMANDED BY CAPTAIN SLA LA FORGE, 
LUST ON COURIER MISSION (270); 144. SH, DESTHOYED BY CARDASSIANG (Z374), 
ТАМО, 113. LEOPARD, PENETRATED AND MAPPED THOLAN IWTERPHASE (2257-2380), 
LOST ON ТИШИН BORDER (220); 03. MONITOR, OBSERVED ROMULAN INCURSION он 
НИШ IB (2360); 13:5. РАА, VOWED IN CARDASSIAN BORDER INCIDENT (2387); 
111 PROMETHEUS, PARTICIPATE ο STAR EPSILON 118 (2970); 133 
ХАО, LOST А GAMMA QUADRANT (2989); U.S $. SUTHERLAND, BLOCKADED DURAS FAC- 
тай IRN; INGON CIVAL WAR (2387-2389); 08 T INDRA, COMMANDED BY ГАЛИН 
ИШК 111. ULYSSES, COMMAWIED BY CAPTAIN ENTEBE, SURVEYED NELSAPONT NEBULA 
(7371 183 CHESAPEAKE, 131 EXTON, τς πο 


ei ου 
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111 EXCELSIOR, PROTOTYPE. TEST 38} FOR НДЕ) TRANSWARP DRIVE 224), UPRA- 
Β Μη COMMANDED EY CAPTA НЛ) ΠΛΗ (2230 2296), FAMOUS; 113. ΩΝ, 
COMMANDED BY CAPTAIN САТИН SUMMERS, DEFATED THOLIAN TASK FORCE AT CATAUMA 
‘SAO (2355); 115 À MIN. COMMANDED BY CAPTAIN WEN PARIS, SEIVED N TIN 
‚ш (2255-7280), AMOS 11+ CARO, COMMANDED EY CAPTAIN ЕМА ΕΙΣ 
(0788-2270), SERVED ON CARDASSIAN FRONTIER, COMMANDED BY CAPTAIN LEE WONG 
(27707274), DESTROYED BY DOMINION FORCES NEAR BOMULAN METAL IME (2374), 
FAMOUS: 111 CRAZY HORE, SERVED DURING BORG CRISIS (2389); 111 БИНЕ, 
ТТЕ СЯР TE BEAR ΤΗΕ NAME, COMMANDED BY CAPTAIN ДИН HARRIMAN (2293-2288); 
ш ПЕСНЕ) AS TRANG VESSEL (2350), ΠΕΝ FR 
BENIN ида 2772; USS. FEARLESS. ТЕП AED FOR FLED KOSINSIO BENE SOFTWARE 
ЭРИМЕ (7064); 13 FREON, DAMAGED Ñ BATTLE AGANEST DOMINION (2774 LSS. 
BONON, CINMAWED EY ADMIRAL NECHAYEV (2381-2271), FAMOUS, FLASH (十 2 C); 
131 HOOD, COMMANDED E САТАЙ ROBERT DESOTO (2361-2386), FOUGT AT ОШТО 
(DA); ХХ TREPA, Paara BiEEREY ΠΕΙ TB ΚΙΝΕΙ͂Ν OUTPOST ON ΠΜ. 
ИТЕ RAR ЗЕК ПИЛ (248), FAMOUS; 133. LAKITA, COMMANDED BY CAPT 
BWA BENTEN, PAETICPITED IN ADMIRAL LEYTON'S ABORTIVE COUP (2372); USS 
ABINGTON. TRANSPORTED ΝΕΟΥ MEDICAL SIPPES FOR TARMO COLONY (2370); 
131 WANNDE COMMANDED BY CAPTAIN HARLAN SANDERS, SERVED AGAINST MANUS 
(773; 11 t MELBOURNE, ESTROVED AT BATTLE OF WOLF 159 (2987); 111 OKINAWA, CON- 
NE EY САЛАН THOMAS LEYTON (2350738, NOTABLE SERIGE DURING TET 
Wu 24), FAMOUS; 111 ROOSEVELT, DESTROVED AT BATTLE OF WOLF 369 (2307 048. 
TESEN, РАПОРТ IN COUNTERATIAC AGAINST KUINGONS AT ΜΌΝΕ (2373); USS, 
WALEN FORGE, FOUGHT AT СВЯГТОКА (2374); 131 CHARLESTON; U23. ШЕТ, US. 
шшш 111 UVINGSTOR Ттт 
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T 
USS. AMBASSADOR, PRITITYPE U33. АВАН, пахтаи ARST CONTACT WITH 
(033. ENTERPRISE С, RETE ПИР Т EAR ТЕЕ MANE, CON- 
MANDED ї CAPTAIN RACHEL GARETT (7240 2244), DESTROYED DEFENDØNG KLINGON OUT 
POST AT NARENDRA 0 AGAINST ROMULAN ATTACK (2344), FAMOUS; 111. EXCAUBIR, 
LOCKADED DURAS FACTION DURING KLINGON CIVIL WAR (2207-2280), HUMANS 021. 
WAN. DESTRED AT ТАШУ 3 BY ALIEN PARASITES 03); 111. BATUS. IEFEATED 
шй INCURSION ACROSS REVTRAL TONE (2344); U.S. VALDEMAR, ΜΠΒΙΙΗ͂ 
 CAIDATSUN τπτ ONE 2270); 133. EXETER; LSS. GANDA 111 I. 
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113 STEAMAUNNER, PRETOTPE 13. ADIRONDACK, DESTROYED DURING ASSAULT 
“O CHIN TORA SYSTEM (2374); L 3 APPALAGHA DEFENDED EARTH AGAINST BORG INCUR- 
ΤΩΝ (2777), MOIS: 0 3 3 GREAT SMOKEY ENGAGED ПЕ THOLIANS DURING THE DRACONIS 
δ PERIMETER ACTION (2271); LSS. ὨΝΊΕΝ, LOST DURING DEFENSE OF ВАЖЛО 014); 
131 MATENAN, LOST DURING AN INTERDICTION OPERATION ALONG ROMILN BORDER 
(371); 133 SUTTER, LOST DURING ROUTINE PATROL OF THE CARDASSIAN DEMIUTARTED 
ЖИЕ (2070); 111. TEN SHAN, PATROLLIG ROMULAN BORDER; 133. CIRCASSIA; U33. 
„Ве, 115 SHENAMOOAA, USS ТИЛ; LS WANDERER. 
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BEES SABER CLASS SPECIFICATIONS 


138. цев, PROTOTYPE, 033 DENMARK, ON DEEP FRONTIER PATROL: USS. 
иша DESTROYED OVER 100 CARDASSIAN FRESGATERS ñ CIMMERCE RAIDING MISSONS 
(1773-2975). FAMOUS; USS. Ойл, PATADLLING ROMILAN NEWTRAL ЛИЕ 133. 
‘SHEPARD, DESTROYED IN BREEN ATTACH ON EARTH (2775). 131 STORTA, ON DEEP FRONTIER 
PATROL: 115. YEAGER, DEFENDED EARTH AGAINST BORE INCURSION (2272); 133. ΜΙΝ. 
138 CHAKA USS. DOSAUNAR; USS. FALCON; USS. и; USS. OCHRE, LSS. 
υπο πι πει 11: АЛИЯ. 
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133 MORA, PROTOTYPE: 111. BLACK ELK, LEST DURING ROUTINE PATROL ALONG 
CARMATEAN BORDER (2280); U22. ΜΕ PERCE. PAATIOPATED IN BOMULAN СХЕ 
(3880: LAS. GERONIMO, DESTINED N ACTON IN СИТИ SYSTEM (2279); USS. 
‘MATER, STRIVED АУЕ GALOR CLASS BATTLECRUISERS DURING OPERATION RETURN (2374), 
FAMOUS, LS. БН, DESTROYED KETRACE ΜΠΕ PRODUCTION ON NARCISO 1 (2773; 
111 SUSQUERANI, ENGAGED ПЕ TROLIANS DURING THE DRACONIS DX PERMETE. ACTION 
(m): ES. THINBERCHLI, ΜΠΟΡΕΙ I DEFENSE W SECTOR 001 DURING THE BORG 
ες. 131 RABIN; 131. REB ИШ, 131. SPECTOR. 
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"Let's see what's nut there..." 
一 picard to Riker, Encounter at Farpoint 


Welcome to Starfleet! 


You are the best the Galaxy has to offer: the men, women, and aliens of 
Starfleet, With The Starfleet Operations Manual, you have the wisdom of 
more than two centuries of five-year missions distilled into one place. Your 
Star Trek Roleplaying Game characters can use the guidelines, hints, and 
rules in this sourcebook to keep their starships flying smoothly, to meet 
challenges on their own terms, and to outwit the most devious Romulans— 
or the most cunning Narrators! 


The Starfleet Operations Manual includes: 


> Over fifty new professional abilities for starship officer characters, 10 
new advancement packages, and three new development packages, 
including the phaser control officer. 


D^ Eight new Federation member species suitable for Starfleet player 
characters, from the sensual Deltans to the gruff Tellarites. 


Twenty-six new pieces of proven Starfleet technology, including rocket 
boots, psychotricorders, and the fearsome tetryon patse tauneher — — 


Ë Ten Starfleet ships of the line covering over 200 years of Federation 
history, all with full Star Trek RPG statistics. 
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